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and ball spins. Or, compete against players from talk trash on the greens and no tee times are 


around the country in National Iournament mode. ever required. Hot Shots Golf 3. Golf for the people. 
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Screenshots taken from PC gameplay. 









Fight through stunning movie scenes and unique new 
locations, with all-new aerial combat and in-air features. 





Battle the world’s toughest villains, including 
Shocker, Vulture and the Green Goblin. 


Master web-slinging as you bank around corners, cut web- ; 


"lines for sudden drops, and zip-line to adjacent buildings. 
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Welcome to the world’s 
best PlayStation 2 magazine 


THE BAD-ASS IS BACK 


fter beating the first Devil May Cry, | 

just laid the controller on the carpet 

and wept tears of joy. I’m not afraid 
to admit it. Does crying joy tears make me 
some kind of freak? Yes. Yes, it does. 

But back to Devil May Cry — five minutes 
into that game, I just knew we’d be seeing 
Dante’s adventures for years to come. So, I 
couldn’t be more excited to give you guys your 





first look at Devil May Cry 2. From everything 
we’ve seen and heard, Dante should more than 
live up to his bad-ass reputation in the sequel. 

Before I go, I’d like to welcome former Next 
Gen staffer Eric Bratcher, who has come on 
board to fill Tokoya’s spot. The Masked One has 
left to do other things, and we all wish him the 
best of luck. What else can I say but... who 
was that masked man? ® CHRIS SLATE 














je 
.-.-Aw, c’mon folks, | 


us a little, here... 





{ex{ outside, but it stays cold 
“S| longer inside. Forget that 
whole outside thing... 





> The cool thing 
about wearing a 
shiny red trench 
coat is that 
blood stains 
don’t really 
show up. 
Actually, for all 
we know, 
Dante’s coat 
could've started 
out white! 





02 






> WWW.PSMONLINE.COM 










lawn is outside, and that’s 
no fun. But watching Cyle’s 
little league games = kewl! 


| his month's cover boy is none other than the bad-ass demon slayer himself, DA 


I 
GOTS THE 


COOL MOVES, 


I CAN BE 
nerds are \ 
kind of cool Zoo, ) 
in their own 





CHRIS SLATE Editor-In-Chief 


LIKES: Games that make you think creatively 

HOBBIES: Comics, hoops, J-Pop, movies, anime, DVDs 
Summer fun — in or out? 

Well, you've got to have a good mix. | enjoy swimming 
and basketball, but if | spend too much time away from 
my PlayStation 2, my thumbs will get flabby! 






“Does crying joy tears make 
me some kind of freak? Yes. 
Yes it does.” 


STEPHEN FROS! RANDY NELSON ERIC BRATCHER 
SENIOR EDITOR REVIEWS EDITOR ASSOCIATE EDITOR 
DISLIKES: Cold water LIKES: TiVo LIKES: pet pigs, Iron Chef 
HOBBIES: Skinny-dipping HOBBIES: Pausing live TV HOBBIES: Couch taming 
Summer fun — in or out? Summer fun — in or out? ij Summer fun — in or out? 
Despite what others may When the days turn hot Outside = hot. Inside = 
say, having fun during the and sunny, I send the playing videogames, 
summer is a must. Turn off “other” Randy outside possibly in my jammies. Is 
that console. Go outside. while | stay indoors! there really any question? 
BILL DONOHUE DAN FITZPATRICK Sj GARY LIEW associate 
MANAGING EDITOR ART DIRECTOR } ART DIRECTOR 
LIKES: polish-pope.com LIKES: My new iBook } LIKES: Sinew plucking 
HOBBIES: Selling CDs! HOBBIES: Being outraged HOBBIES: Counting ribs 
C — in or out? Summer fun — in or out? Summer fun — in or out? 
= Let’s see... beer gets warm Lessee... my ever-growing When one is being in the 


way of Zoomo, out or in is 
being the same, as inside is 
out. Is that my appendix? 





The cover artwork was 
| created by Capcom’s famed art staff, and the piece shows off Dante’s flashy new outfit. If you guys want to see 
this guy kick some serious ass, then turn straight over to page 48 RIGHT NOW for your first look at DMC2! 
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Pac-Mar's back, 
and every body: S 
Bases it, 


i Sade yy Ne Who can blame them? It’s Pac-Man's most incredible adventure yet — with over 


7 uJ 20 treacherous levels of Free Roaming landscapes to fight through. And with dozens 
all of new enemies lurking around, Pac-Land isn’t just a Ghost town anymore. But no 


Oe © 3) 2Worries. Using a few old tricks — and some new ones — you'll be feeling Pac-Man’s 
“influence for a long time to come. 
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> The Console 
Wars are OVER 


No offense to Nintendo 
(0) a bd [Col coho) 1m 80] tg =) 
“console war” is already 
over. PS2 has crushed 
their dreams and will 

gnaw on their bones... 
WEARING SHADES 


AND A TANK- 


> LARA’s 

-- LET'S 
DOCK Got a SECRET 
Not much has been 
revealed about the new 
Tomb Raider’s top-secret 
features... until now. Turn 
on over for a peek at 
Lara in the rain(!). 





IT’S 10° 
BELOW ZERO, 
AT NIGHT, AND I'M 








| > Medal of Honor 
EXTREME Screens 


| War isn’t pretty folks, but 
| these new MOH game 

| screens are drop-dead 
gorgeous. Be warned, 

| though — the action in 

| this game is INTENSE! 


| > MORTAL KOMBAT: 
“| Back to Greatness? 


Will the first PS2 MK 
pump new blood into the 
Ser miccencsral lars 
jury’s still out, but these 
new screens have defi- 
nitely got our attention... 


y un... 
THOSE BUMS \~ 
ARE GONNA 
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first-look at 
the sequel 

to Capcom’s 
kick-ass action game! 
Turn to pg. 48 NOW! 





MISSION STATEMENT 


PSM is the magazine for the gaming elite — the 
hardcore gamers that support and drive this 
industry. This is NOT a “mass-market” magazine. We 
don’t focus on “fun for the whole family,’ or waste 
space interviewing movie stars that have nothing to 
do with games. That’s just not what we're into. 

PSM is also proudly independent. We have no 
official corporate sponsor, so you can trust that our 
reviews and opinions will always be 100% our own. 
Our readers always come first, and we would never, 
EVER betray your trust. This is our promise to you, 
the hardcore PlayStation gamer, who deserves 
nothing less. Now let’s get this issue going! 
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> Unleash multiple hi-tech and dead/y weapons, including Sniper Cannon, 
Swarm Missiles, EMP weapon, Rail Gun and laser Guided Homing Missiles. 


> Experience an amazing variety of lush environments, including Swiss Alps, 
Arizona Desert, Amazon Jungle, and Arctic Circle. 





» Evade enemies with thermal vision and by running silent in stealth mode, or use turbo 
and VFF upgrades to transform your helicopter and move at blinding jet speed. 


| Blood and Gore 


Violence 


Witness the explosive action of Fire Blade firsthand at : 


PlayStationee fireblade.midway.com 


Fireblade © 2002 Midway Home Entertainment Inc. All rights reserved. MIDWAY and the Midway Logo are registered trademarks of Midway Amusement Games, LLC. Used by permission. Fireblade is a trademark of Midway Home 
Entertainment Inc. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. ‘ 
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In the cockpit of Fireblade there is one goal: use whatever means available to annihilate the terrorist cells flaming up around the globe. 
Battle through 18 Missions in 4 campaigns at the helm of the carrier chopper or the Vendetta attach copter and unleash a barrage of hi-tech 
deadly weapons. Go turbo, or remain undetected from enemies in stealth mode.To win the war, you've got to end the war. Attack and destroy! 





> IMUNITOR 


U Your inside look at this month’s 
hot topics, gear, and games 


The Console 
War Is Over 








early two years ago, the PlayStation 2 was 
iN launching with half the number of units Sony had 

been promised would be on store shelves. The 
“beginning of the end” of PlayStation’s dominance over the 
videogame world was at hand. Today, more than eight million 
PS2s have been sold in the U.S. — a far cry from that initial 
500,000 — and its two competitors, launched one year later 
(perhaps buying the doomsday prophecies), are locked in a 
distant battle for second place. 

PS2 has made history: for the first time, one console brand 
has dominated consecutive generations of gaming. It is also main- 
taining the largest lead over its nearest competitor — 7 million 
systems — and has already sent one competing console 
(Dreamcast) to an early grave. 


According to sales figures published in late March, PS2 has sold 
more than 8.3 million units in the U.S. (since October 2001) and 
is currently selling more than 65,000 units a week. Xbox and 
GameCube have sold 1.4 million and 1.3 million systems, respec- 
tively, and are running nearly neck-and-neck in weekly sales at a 
pace of approximately 30,000 units every seven days. It’s even 
more important to note that PS2 sold nearly twice as many 
systems during its first three months on sale 


WHAT DO 
YOU THINK? 


We asked visitors to our 
website at www.psmonline.com 


if they planned to buy an 
Xbox or GameCube in 
addition to their PS2. Keep 
in mind that these are mostly 
the hardest-of-hardcore 
gamers we're talking about. 
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(back in the fall of 2000) than Xbox 
or GameCube have in their first 
four months — despite shortages. 

It would take a miracle for either 
to catch the PS2 at this point; Sony 
could lose half its weekly sales and 
still maintain a massive lead until the 
next generation. This is important for 
gamers, because game publishers (at 
least those who want to make a 
profit) are going to throw most of 
their weight (and games) behind the 
market leader. The fact that develop- 
ers are now beginning to praise PS2’s 
hardware and development tools 
rather than bemoan its difficulty to 
learn should also play a big role in 
broadening its already massive 
software library. 


The story is similar in Japan, but the 
numbers are even more telling. PS2 
has sold 1.2 million units there since 
January 2001 alone, at a current rate 
of 85,370 a week. GameCube is a 
distant second for the year at 
341,933 total units as of March 24, at 
arate of 34,448 a week. Xbox has 
sold a dismal 184,036 units as of the 
same date (it launched there in 
February) and is selling only 2,000 a 
week; barring something big, it looks 
like the game is already over for 
Microsoft’s machine in Asia. 

Japanese developers were already 
targeting most of their releases for 
PS2, and these latest figures will 
certainly tip the scale even more in 
the system’s favor. Japanese games 
have always played a make-or-break 
role in how well game systems fare in 
America, and PS2 has the most by 
far; given its D.O.A. status in Japan, 
most of Xbox’s games are going to be 
U.S. developed, and while GameCube 
has decent support in Japan, the 





games are still few and far between. 


Standing alone at the top of the 
mountain has its downsides, too. 
Where's the motivation to continue 
innovating? Luckily, Sony seems to be 
encouraging new concepts and 
gameplay experiences from its own 
developers and others. 

Then there’s the question of 
developer relations — why bend over 
backwards to please them when 
there’s no one else to realistically run 
off to? We've already seen the 
Resident Evil series go to GameCube 
for reasons rumored along these 
lines, but even now Capcom seems to 
be second-guessing its move, given 
sales of its RE remake and the 
console itself. 

This is nevertheless a problem 
Sony has to deal with, since it can 
only make PS2 more successful in 
the long run. 


That long run looks to be a bright 
one. At its current pace, PS2 is set to 
outsell even the PSone by the end of 
its run — and that’s nothing short of 
amazing. 

Will PS3 go unchallenged — will 
a videogame standard finally be 
established? It’s too early to tell (its 
competitors both have huge war 
chests and have given no indications 
of a Sega-like surrender), but at this 
rate, it’s going to be an increasingly 
losing proposition for them with each 
generation that passes. 

Just because there aren’t going to 
be a lot of inter-system salvos fired 
this generation, there should still be 
plenty of fireworks — and on PS2, 
we've got the best seat in the house. 





THE COLD, HARD FACTS 





83 
65 
18 
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32 
| | | | J 
0 20 40 60 80 100 

Total console Current weekly 
sales (100,000’s) console sales (1,000’s) 


Xbox and GameCube are both selling at less than half the rate of PS2 on a weekly 
basis. This is partly due to the lack of any really must-have games for either system, but 
mostly due to the Sony having already cemented itself as #1 in the minds of consumers. 








Hardware sales are important, but the number and quality of games available on a console 
is ultimately the deciding factor. What's the outlook for all three systems in 2002? We've 
ranked the big releases — only officially announced titles as of press time are included. 





THE DECIDING FACTORS 


If you're still looking to get a new console, these are the things you're going to check out. 





THE SECRETS OF 
SONY’S SUCCESS 


WHAT IT DID RIGHT... 

1. Launched a year before competition 

2. Established strong new franchises 

4. Beefed up its first-party role with 
better developers 

3. Continues to encourage innovation 


5. Shipped with DVD support built-in 


WHAT IT DID WRONG... 

1. Shipped too few units at launch 

2. PS2 was Initially difficult to develop for 
3. Has alienated some publishers 

4. Memory card shortage 

5. Only included two controller ports \ 
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THE LOVE FOR Poe 
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¥ These first shots are, unfortunately, really fuzzy screen grabs, but they do give a good idea of the game’s new look — you can even 
spot see tunning along the side of a ee Also evident is his “Stealth Dash” abili 


Et Boek aK 





or a while now, Sega’s 
FF been talking about resur- 

recting its classic franchis- 
es on a new generation of game 
machines. Some, like Panzer Dragoon 
for Xbox, have even been announced. 
But this is the real deal — honest-to- 
goodness first screens of the new 
PS2-exclusive Shinobi! 

It gets better: Sega has handed 
the game's development duties over 
to its Overworks studio, which just so 
happens to be comprised of staff who 
created the classic Revenge of Shinobi 
on Sega Genesis. Though the game is 


still known under the simple working 
title of “Shinobi”, we do know some 
very preliminary details on the new 
story and gameplay. 

Set in a futuristic post-earthquake 
Japan, the game will star a new ninja 
warrior named Hotsuma. Early 
gameplay info reveals that Hotsuma 
will not only be able to run along 
walls and scale the city’s crumbled 
buildings, but also execute a new 
stealth-dash move that will enable 
him to avoid detection and chain 
together attacks. Of course, the 
classic katana slashing, shuriken 


which is what’s causing all those trails. 








throwing, and ninja magic found in 
the 16- and 32-bit games will be 
making a comeback, too. 

While the game's world will be 
rendered in full 3D, the gameplay 
looks to be confined to a traditional 
side-scrolling path at this point. 
However, Sega has revealed that the 
levels will be packed with hidden 
areas and alternate paths. 

The new Shinobi is slated to debut 
at this year’s E3 show and should hit 
the U.S. this fall, so be sure to stay 
tuned for more details on the return 
of this much anticipated classic. 
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‘ What's hot and what's, not 


a time to owna ps2! 


EVERQUEST Co) ey 
Unless you've been under a 
rock, you've heard of how 
popular this RPG is on PC. If 
| Sony can translate it well 

‘ enough to the console world, 


k : needs to get PS2. owners. 
_ hooked on online gaming — and 
_ the idea of paying to play. 


: PROGRESSIVE SCAN 
OUTPUT 

Tekken 4 is doing it, and 

hopefully more will follow. If 

/ you've got a TV that’s HDTV 


capable, there's simply no better 


picture quality. Way to go, Sony, 
for wising up and finally giving 
developers the tools they need 
to make this possible! 


TOO MUCH 
; CEL SHADING 


; of companies are adopting — 

lis ae visual style for their games 
_— rather than focusing on inno- 
vative gameplay — and it’s 

already becoming played out. 


TOO MANY GAME 
MOVIES 

It seems like every week a new 
one’s being announced, with 
zero budget and no 

stars behind it. Is it any wonder 
why most of them don’t do well 
at the box office? 


NO TRUE VGA 


ADAPTER 

With games now starting to 

support progressive scan output, 

why on earth can’t Sony release 

__ its official VGA adapter 

separately from the Linux kit? 
Pretty please? 





FIRST LOOK 


The man behind Japan’s 


awesome animated series 


Trigun gives PS2 a brand 


new bad-ass gunslinger 


-ega showed a lot of PS2 games at its recent 

Game Jam 2 event in Japan (including Ferrari 

F355 — see Newsfeed), but few were as ass- 
kickingly impressive as Gungrave. It’s a crazy action 
game developed by Sega’s Smilebit studio that features 
character designs by Yasuhiro Nightow, the artist 
responsible for the futuristic western anime Trigun, and 


‘mechanical designs by Sakura Taisen mech creator 


Kohsuke Fujishima. 

Smilebit loves cartoon-like cel shading (just look at 
Jet Set Radio Future), so the creative team looks to be a 
perfect match. Gungrave makes extensive use of the 
stylized cartoon effect, but the results are anything but 
kiddie. The lead character is a cowboy-hat-wearing gun- 
slinger of the future named “Beyond the Grave” who, in 
keeping with his moniker, has a giant tombstone slung 
across his back. In addition to twin pistols, he can attack 
enemies by swinging the tombstone and using its built in 
rocket launcher. No kidding — it looks very cool! 

The game is very arcadey and uses a lock-on system 
for keeping track of the countless bad guys who're con- 
stantly spilling onto the screen. There seems to be lots of 
environmental interaction — bullet holes riddle walls, 
cars explode, and debris flies. In between the action - 
scenes, players will be treated to animated DVD-quality 
cutscenes that rival most anime series. 

It looks great so far — luckily, Sega has confirmed 
with PSM that we can expect a U.S. release, although 
exactly when has yet to be determined. We'll be keeping 
a close eye on this cone, So sit tight! 


A Y¥ There’s a ton of cool action going on in the game. When a 


level starts, the screen reads “KICK THEIR ASS!” — seriously! 
‘ ee ——" : sbansest 
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NY FIRST DETAILS: 


GAME UPDATE 


WWF SMACKDOWN! 4 


: t shouldn’t come as a surprise to wrestling 
fans that THQ is already hard at work ona 


new WWF Smackdown! game for PS2, but 
what should we expect from it? Well, for one thing, it 
will definitely feature the WCW/ECW wrestlers that 
were brought onboard the WWF roster last year, as well 
as newer talent such as the NWO’s Scott Hall and Kevin 
Nash and ex-NWO member Hulk Hogan. 

Yuke's (the developer of the past three Smackdown! 
titles) is once again at the helm, and is currently 
working hard to polish the gameplay and address fan’s 
complaints now that the series’ game engine is pretty 
much set. The story mode 
promises to be bigger 
than ever, and there's 
also a chance that the # 
recent Raw/ i 
Smackdown! roster 
split will be incorpo- 
rated — possibly by 
making Ric Flair's 
Monday night 
grapplers hidden 
characters. 

THQ’s planis =| 
to launch 
Smackdown! 4 , 

(working title) 
sometime 
around this | 
October or | 
November. 

We'll have y rie he 
more on 
the game 

over the 

next two 
months. 


I AM THE 
GAME-AH, AND 
I'M COMPLETELY 

SHAVED-AL! 


WHAT YOU 
SHOULD BE PLAYING 


aa Fe ba Ki Te 


for some crazy reason) still 
this awesome racer. It’s only 


this fighter is. | It’s still not petting old! 
4. Hot Shots Golf 3 
literally p ay ALL DAY LONG with your friends. 


5. Lg ter 
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DARK CLOUD 
TEAM'S NEW GAME 





~ S DESTRUCTION 
DERBY SMASHES PS2 






> ACTIVISION GOES 
ON SHOPPING SPREE 






















With the acquisition of Trevarch 









@ 5 been revealed 














XG UIST VE. SiG RIELesNiS 


EVERQ U EST EM BARKS es a: 


ON PS2 ONLINE 
ADVENTURE 


The popular PC game comes 
exclusively to Sony’s console 


ith more than 400,000 

players participating, 

EverQuest is easily the 
most successful massively-multiplayer 
online RPG (MMORPG) ever — and 
now it’s coming to PS2. Sony Online 
Entertainment has announced 
EverQuest Online Adventures exclu- 
sively for PS2, to be launched a few 
months after Sony’s online gaming 


network goes live this fall. 
It will also be the first 
“pay to play” online title 
for PS2, though SOE hasn’t 
announced pricing just yet. 

While a lot of the game's inner 
workings are expected to be familiar 
to those who've played the PC 
version, SOE is aiming to rework the 
world and gameplay to better suit 


SONY SPILLS NEW 


f 


PLAYSTATION 3 DETAILS 
One USE a times Ww 


A PS2’s powerful Emotion Engine and 


Graphics Synthesizer will look primitive | 


next to Sony/IBM’s “Cell”. 





AY The world of EQOA will mix 
familiar and never-before-seen areas. 






PS2. An entirely new team has been 
assigned to the project, and they’ve 
been working for more than a year 
to produce a game that will strike a 
60/40 balance between new and 
old material. 


The actual storyline of EQOA will 
take place 500 years before the PC 
version, featuring nine playable races 
and 13 characters classes — each with 
customizable sex, face, hair, and other 
physical attributes. The game world 
itself will comprise 360 virtual square 
miles and nine cities. And unlike the 
PC version, the world will be entirely 
seamless with no loading. The game 
structure will be similar, though, with 
evolving quests and full 24/7 persist- 
ence, so the game will go on even 
when you're offline (hence the 
“addictive” qualities of the PC version). 

Like Final Fantasy XI, there won’t 
be any single player quests. There are 
no plans to support cross-platform 
play with PC owners, but since the 
game will be specific to PS2, a 
number of visual enhancements can 
be expected — and you won't need to 
install upgrades, either. EQOA will 
support 56k and broadband connec- 
tions via the Sony Network Adapter 
with no noticeable difference between 
the two in gameplay speed. SOE says 
that the game will also support USB 
keyboards and possibly Sony’s new 
voice headset for communicating with 
other players. Hard disk support may 
also be in the cards. 

EverQuest Online Adventures 
should be playable at this month's 
E3 show, so we'll be sure to have 
more on the game next issue. 
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i | A LONE: DELTA:FORGE SOLDIER. 


A global threat. 
Terrorists behind every door. 





DELTA FORGE: te ts. Army's elite. Defined by their 
expert combat skills and physical and mental toughness. 


Do YoU fit the PROFIL! 


? 








Visit www.esrb.org or 


Watch the trailer and learn ce Cone 
= for Rating Information. 
more at www.novalogic.com 





© 2002 NovaLogic, Inc. NovaLogic, the NovaLogic logo and Delta Force are registered trademarks of NovaLogic, Inc, The Delta Force logo, Urban Warfare logo and Urban Warfare are trademarks of NovaLogic, Inc. PlayStation and the PlayStation logos are registered 
trademarks of Sony Computer Entertainment Inc.. Rebellion and the Rebellion logo are registered trademarks of Rebellion Developments Lid. 
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New model fills 


Ss. Croft's real life shirt 


DIGIC MCS TUDES ChE SLEEINGICSEL LY LIGCS Ua pola 
thenew “Angel of Darkness” look for/Lara Grott tor pub ty 
SHOISEhGPULITICE pp ehciecee WIG eUCLetc lL COUN CEL CLG) 
DEI CHETSUIGIUTCG GRO Chttey Vele eiuel Lele MGI 
Lucy Clarkson, Nell McAndrew, and Rhona Mitra. af 


NITAL S1AT> _ 
oo ae eee ane oe ares BIRTHPLACE 
- DSTHDAY. 2171962 
> QNIMUSHA 2 DATED Sinai cmtuereete 
WEIGHT: 141 Ibs 


EYES: Green ; 


HAIR COLOR: 


MEASUREMENTS: 34-26-38 








GAME TOYS 


Toys’ Onimusha la: ] | AYE f | 1 | 





e@ Ld J, 
DEVELOFER Hot new collectible figures based on Capcom’s 
UN kcs em)  S@murai stunner are on the way! 
ot off the release of its August, the six figures (Jubei, Oyu, You'll be able to find them at toy 
Metal Gear Solid 2 collectible —_ Kotaro, Magoichi, Gogandantes, and specialty shops for between $8 
figures, McFarlane Toys (the house and Nobunaga) sport the now- and $12 each, depending on the 
that Spawn built) is hard at work on famous McFarlane attention to detail store. Check out these first pictures 
pint-sized reproductions of the and painting seen in the amazing and start setting aside that display 


Onimusha 2 cast. To be released this © MGS and MGS2 lines. 







Space on your desk now! 





TE er sam 


» Nobunaga . 





> Magoichi 
\ 19 


£i 4 Kotaro 







4 Gogandantes A Syubei 
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PS2 ONLINE: 
Does it really matter? 


CHRIS: | know that everyone can’t wait to play 
PS2 games online, but | just can’t get too excited 

about it. | can see the appeal, but I’m still perfectly 
happy with single-player games. 









my 
y 


Nothing against single-player games, 
but I’m really looking forward to something fresh h .. 
and new. | won't say that online gaming is nec- 4 
essarily the “evolution” of videogames, but it’s a “ 

very welcome alternative to the status quo. » 


poet CHRIS: Well, take FFX/, for example. The important 
i. part of this franchise is its deep storyline. I’m afraid 
) that we'll get countless hours of “I hack at the 
> monster, he hacks at me?” Online RPGs are just so 
a slow. | wouldn't have played Phantasy Star Online if 
it wasn’t for you, Steve and | playing it all together. 


important that Sony takes the lead in online : es 4 . 


gaming. If they flub it and Xbox gets it right, they Dan 
could steal a lot of good games away from PS2. & > 


Duh, playing with friends is what's so 
appealing about going online. Plus, | think it’s 


CHRIS: Randy, | hear what you're saying — | just 
don’t care! | don’t want to wake up one morning 
to find that over half of the new games are online, 
they all want cash to play them, and the single- 
player experience is history. And to top it off, years 
from now when the servers get taken down, every 
online game on my shelf becomes worthless. 












You can’t compare single-player to 
online — it's a DIFFERENT EXPERIENCE. They 
both have their benefits. Console gamers have é 
always loved multiplayer games, and online is 1 
the next logical step. The technology may not be ” 
ready yet, but I'll take what Sony can give me. 


THE LAST WORD 


CHRIS: Online gaming IS 
important, but | don’t think 
the technology is to the 
point where publishers 
should focus on it as 
— — ¥ much as they are. | 












I think you'll be 
pleasantly surprised when 
Sony rolls out its online plan 
for PS2. If Final Fantasy XI 
isn’t your thing, then a 
combat game like 
















; | don’t want to pay a SOCOM should fit the A 
: lot of fees to | bill. At least, | 
play. I'd HOPE 
rather see you'll 
» Le, developers | be into 
& put more it. Otherwise, 
ee Work into you're gonna 
innovating | be one lonely 
\ offline. gamer. 


Solid Snake and the Metal 





RUMORS 


METAL GEAR 
CELLULOID? 


Nearly 20 years after his “role 
model”, Snake Plissken, first 

appeared in Escape From New 
York, whispers had been circu- 
lating recently that New Line 
Cinema was looking to bring 


Gear Solid franchise to the 
big screen. BZZT! New Line 
has since denied that it was 
ever in talks with Konami for the rights — so consider this 
rumor official busted. It’s nice to dream, though. 

Our Take: Videogame movies have been a real hot topic 
in Hollywood lately, and the rumor mill has gotten WAY 
out of control. We wouldn’t mind a MGS movie if done by 
the right people. There may still be hope in the future. 
Probability: 0% 


SMASHING NEW BRAWLER 

The massive success of Nintendo’s Super Smash Bros. 
Melee has given rise to a new mascot brawler along the 
same lines, according to our sources, The stars of the 
game couldn't be revealed — as that would “give it away” 
— neither could the platform, although PS2 is “in con- 
tention” Let’s hope it’s PS2 — Smash Bros. is a great 
game, and a similar experience on the PlayStation 2 
would be a blast if done right. 

Our source hasn't lead us astray in the past, 
but no one’s budging under questioning. Square? 
Capcom? Konami? Disney? Sony? Sega? Hopefully we'll 
get some fresh leads or maybe an announcement at E3. 


Probability: {0/5 


DRIVEN TO PERFECTION 

Can't get enough G7A3? Rumor has it that Driver 
developer Reflection is hoping to satisfy your hoodlum- 
esque needs BEFORE Rockstar can, with a game engine 
that “blows away” all other crime games — maybe even 
Sony’s own The Getaway. Plus, a playable demo of Driver 
3 may come with Reflection’s next game, the gaga- 
gorgeous looking Stuntman. 

Our Take: Reflections was reported to have been working 
on Driver 3 when Driver 2 was released, and knowing 
what it did with PSone (and seeing Stuntman), we can 
only imagine its PS2 technology must be tops. Whether it 
can deliver the game before Rockstar can squeeze out 
another GTA title remains to be seen, however. 
Probability: 80% 


ERING YOUR OWN HARD DISK 

How will Sony get you to buy its hard disk add-on? 
Maybe it won't. We've heard that Sony’s been asking 
retailers about the idea of consumers buying their own, 
bare hard disks (you can find them at pretty much any 
electronics store) for use on the PS2 — thus eliminating 
Sony’s need to market or manufacture the device on its 
own. Rumor also has it that the Sony Network Adaptor 
has a hard disk connector on its back side (facing the 
PS2 drive bay) making this possible. 

If Sony doesn’t sell the drives, there’s no risk of 
having unsold inventory to lose money on. 


Probability: fey 

























JAPAN 
PULSE 


by AKIRA TEBIKO 


Greetings From Japan! Since Max isn’t 
able to give us a report on Japan this 
month (something about “no free 
time”), | thought I'd step in and give it 
a shot myself. Despite living in Japan 
for most of my life, I’ve always 
enjoyed PSM and loved reading 
about what games were being 
developed overseas in the U.S. 
Granted, most American games don’t 
appeal to me, but there are excep- 
tions. Tony Hawk 3, for example. | just 
can’t put that game down. Anyway, 
enough about me. Let’s get to the 
point of this column and give you all 
the heads-up on gaming in Japan. 

It seems things are slowing down 
a bit here in Japan as we approach 
the middle months, but sales of the 
PlayStation 2 are still quite strong 
(around 80,000/week). Generally, it 
sells more than double the 
Gamecube, which isn’t very good 
news for Nintendo. It’s been several 
months now since Microsoft launched 
its Xbox over here and it looks like 
sales are still quite sluggish. Nobody | 
know has one and that’s understand- 
able. Japanese gamers generally have 
a distaste for American-made 
consoles (see 3DO) and it often 
requires a mass support by local 
developers for them to even consider 
the purchase. Besides, in most of our 
eyes, the Xbox is just another PS2, 
but with fewer games, so what's the 
point in getting one? 

Being a country of RPG lovers, 
Japan is starting to really buzz about 
the potential of Final Fantasy XI (May 
16th), but is still a bit skeptical about 
playing it online. It’s a good thing that 
Squaresoft is letting gamers play the 
first month for free, then, because it 
might draw in more people. Speaking 
of Square, sales of Kingdom Hearts 
are now finally starting to slow, but 
the game can definitely be consid- 
ered a major success for both Square 
and Disney. Expect several “sequels” 
to show up in the future. Also, word 
on the street is that Square may soon 
be ready to unveil the first screen- 
shots of FFXII. I'm practically salivat- 
ing just thinking about it. Now, if Enix 
can just get on the ball and announce 
a new Dragon Quest, then everything 
will be perfect. 

Well, it looks like I’m just about to 
run out of space, so it’s time to say 
sayonara. | hope the PSM staff will be 
kind enough to let me write some 
more for the magazine in the future, 
but who knows? I'll just cross my 
fingers and hopefully see you all 
here next month. 

Mou ichido onegai-shimasu! 
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FIRST LOOK 


STAR WARS: 
BOUNTY HUNTER 


The Fett family finally 
gets its time in the 
videogame spotlight 


he fascination Star Wars fans have with 

bit part (well, at least in the films) bounty 
hunter Boba Fett is nothing short of amazing. They 
dress like Boba Fett, they talk like Boba Fett, and 
now they're going to get to play as... Jango Fett? 
Boba’s dear old daddy will be the star of his own 
PS2 action game later this year. Based on (and 
around) the events of Star Wars: Attack of the 
Clones, the game will let Jango get his Fett on with 
a jetpack, flame thrower, dual pistols, and missiles 
in 18 levels. No Sarlaac Pits here! 











| Pais Highly skilled female 

| fighter who hails from China 

Advantage: Pai 

_ PRESENT aT PE I BO PR 
Pai: Fights for the admiration Pie: Unsuccessfully fights off | 

of her father in Me Fighter Jason Biggs in American Pie 


Advantage: 


ROUND TWO: In Action 


Pai: Battles opponents using Pie: Can give you gas and fast, 
} fast, fluid movements fluid “movements” 


| Advantage: Pai 


Pie: Baked good that’s not very | 
popular in China ] 











Pie: Has lots of calories which 


| Pai: Has lots of moves which 
will make your ass thicker 


| make her a real ass-kicker 
Advantsae: Pai 


ROUND THREE: Appearances 


Pai: Smells like blood and Pie: Smells like apples or 
sweat after a fight — yuck! pumpkins — mmmm! 


Advante 








| Pai: Best served warm with Pie: Best served warm with 
whipped cream on top MIBEES cream on top 


| Advanteae: Draw | 


; WINNER: PA 














FaleRaSoe eiOn0) Kk 


Xill 


Ubi Soft’s FPS goes for a 
unique visual twist 


hile little has been revealed on this intriguing 

new first-person shooter, it’s interesting to 
note that the whole game will, indeed, be cel-shaded. 
As for the gameplay, expect at-least 10 different levels 
with a decent number of varied, but traditional 
weapons. Unfortunately, the number of multiplayer 
modes is still up in the air, but there's definitely support 
for up to four players. With an Ubi Soft press event 
coming up soon, we should have more on this interest- 
ing title in time for next issue. Stay tuned! 


Hopefully the cel shading 
isn’t the only unique thing 
about this FPS. 4 
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he creators of 
PS$2’s first 
squad-based 
wargame share 
their vision of 
online console gaming... 


Gaming is often a solitary practice. 
Consider the average gamer, 
sitting on the couch playing solo. 
Maybe he's been there all day. 
Maybe friends are watching him 
play. Eventually, the friends leave. 
If it’s a good game, he probably 
doesn’t even notice them go. It’s a 
solitary experience. 

Playing online breaks down 
those barriers of isolation. We're 
excited about SOCOM: U.S. Navy 
SEALs because it creates, for the 
first time, PS2 online communi- 
ties. The gamer meets other 
gamers. He or she develops his 
skills and forms clans. Gameplay is 
intensely team oriented, which 
encourages the player to create a 
strong, strategically minded team. 

We've worked hard to make 
SOCOM a community experience. 
There are rankings for a players’ 
performance, however, the most 
points are earned through playing 
well on a team. We encourage 
creating clans who battle each 
other using tactics and stealth. 
Voice chat channels will allow for 
immediate strategic team 
communication. We've tried to 
take the strengths of the real 
SEALs, their ingenuity, dedication 
and expertise, and create a 
system for the player to be a part 
of that greatness. 

It sounds grandiose, but we've 
also tried to make it simple. The 
world is about to meet the PS2 
online, and the SOCOM team 
intends to make that first online 
encounter a painless one. We've 
streamlined the user interface and 
explain all the options so that 
players can jump right into 
intense, strategic gameplay. 

It’s been a difficult balance to 
strike, but well worth the effort, 
since the number-one lesson of 
online gaming is that a good game 
is best when shared with others. 
See you online! 








THE BIGGER THEY ARE, — 
\ THE HARDER THEY BRAWL. 





Welcome to a future world where gigantic robots 
piloted by humans wage a hi-tech winner-take-all 
war. Following three different stories - 6 Gundam, 
Gundam Wing, and Mobile Suit Gundam -and across 
six modes of battle, two players will be put to the 


ultimate test for the right to be called the best. 4 Be & 5 Sali Wy LV 
Gundam Battle Assault 2 - sr aa c | lo S 


COMING THIS SUMMER! 





www.bandaigames.com 


© SOTSU AGENCY » SUNRISE. Program © 2002 Bandai Co., Ltd. "Gundam", “Mobile Suit’, and all 
related characters, names, logos, distinctive likenesses, drawings and other it images contained in this 
product are the exclusive property of Sotsu Agency and Sunrise Inc. Used under license by Bandai 
America Incorporated. All Rights Revserved. PlayStation and the PlayStation logos are registered 
trademarks of Sony Computer Entertainment Inc. 














PlayStation.c 2 ZA 


IT’S ALWAYS DARKEST BEFORE THE DAWN. 


WWW.TERMINATORGAME.COM 


Visit www.esrb.org or THE 
crane I) | TERMINATOR. 
z ATARI 3... Ss DAWN OF FATE. 


The Terminator: Dawn Of Fate, © 2002 Infogrames, Inc., a subsidiary of Infogrames Entertainment, S.A. All rights reserved. Developed by Paradigm Entertainment. Manufactured and marketed by Infogrames, 
Inc., New York, NY. The Terminator TM & © 1984 StudioCanal Image S.A., f/k/a Canal+ D.A. All rights reserved. Terminator is a trademark of StudioCanal Image S.A., f/k/a Canal+ D.A. “PlayStation” and the 
“PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or 
other countries and are used under license from Microsoft. The ratings icon is a trademark of the Interactive Digital Software Association. All other trademarks are the property of their respective owners. 
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Checi 


TITLE GENRE PUBLISHER 


Action 
Racing 
Action 
Sports 
Racing 
Action 
Sports 
Action 
Sports 
Racing 












¥ Activision enters the 
BMX fray with its first 
PS2 version. 


) 








Sports 
Action 
Action 
Action 
Action 
Fighting 
Sports 





No need for Fuzz- 
Busters... police presence 
is easy to detect in NFS. 
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This is your one-stop spot to get a handle on the best stuff headed our 
way. Please keep in mind that release dates are always subject to change. 















HL FaceOff 2002 Sports Sony | 
Sky Gunner Action Atlus | 
The Thing Action Universal | 
ViLP. Action Ubi Soft | 
Worms Blast Action Ubi Soft | 








] 
Gundam Battle Assault 2 Bandai 
| 
Kelly Slater’s Pro Surfer Sports Activision 
Madden NFL 2003 Sports EA 
NCAA Football 2003 Sports EA 






Tekken 4 Fighting Namco 
Turok: Evolution Action Acclaim 


| 
Street Hoops Sports Activision | 
| 
| 





~~ Can Activision's Street Hoops stack up 
to EA Sports Big’s excellent NBA Street? 
Only time will tell... 


SEPTEMBER 








Curse: Eyes of Isis Action Asylum Ent. 
Ghostmaster Adventure Vivendi 











Kengo 2 Action Crave 

Legend of Legaia RPG Eidos | 
f The Lost Adventure Crave | 

NHL 2003 Sports EA Sports | 






Onimusha 2 Action Capcom 

Pac Man Fever Action Namco 

Reign of Fire Action Bam! Ent. 
Robocop Action Titus Software 
SOCOM: US Navy SEALs Action Sony } 
Spyro: Enter the Dragonfly Action Universal Int. 
TimeSplitters 2 Action Eidos 

"| X-Men: Next Dimension Fighting Activision 






















~ Leprechaun series... it’s Onimusha 2! 


































Here’s a look at some of the hottest 


= v XA3021 model, with 
new gear that everyone’s talking about 


XA3001 subwoofer and two 
satellite speakers, shown. 
$50.00/Available In May 

You may or may not know this, but the average U.S. television 
sports a paltry 3 watts per speaker on average and is incapable of 
anything but the middle range of frequencies. At the coding level, 
many next-gen videogame sounds are designed to be heard at 
higher and lower end of frequencies. As far as the lower end is 
concerned—the bass or low rumbling you’re supposed to feel in 
your stomach—a good subwoofer is just what the doctor ordered. 
Enter the XA3001, Altec Lansing’s value-priced subwoofer. 

The XA3001 has a total system power of about 30 watts and 
is compatible with the stereo (RCA) audio 
outputs of your TV, VCR, DVD player, and of 
course game console. It also features bass 
control. This May, Altec Lansing will also 
release a subwoofer/two satellite speaker 
combo called the XA3021 model, not to 
mention the XA3051 model—a subwoofer 
with five satellite speakers for true surround 
sound. They range in price from $50 to 
$200, respectively. 





in June 


TOP 10 DVDs TOP 5 MOVIES (Theater) 





06/14/02 
A live-action film based on the 


classic Scooby Doo features 
teen-dreams Freddie Prinze, 
Sarah Michelle Gellar, and 
Matthew Lillard and a digitized 
Scooby taking down a mysteri- 
ous villain (Rowan Atkinson). 


06/18/02 

In his follow-up to Rushmore, 
director Wes Anderson brings a 
dark comedy to the silver 
screen with an all-star cast 
including Bill Murray, Gene 
Hackman, Ben Stiller, Luke and 
Owen Wilson, Gwyneth Paltrow 
and Danny Glover. 





2. Windtalkers 06/14/02 
This WWII film directed by John Woo stars Nicholas Cage who is 


2. UHF a 06/04/02 responsible for protecting two Native American “codebreakers” 

3. Buffy the Vampire Slayer, Season 2 06/11/02 3. The Tuxedo 06/07/02 

4. Real Genius 06/11/02 Limo driver Jackie Chan unwittingly becomes a secret agent, paired 

5. Star Trek Il: The Wrath of Khan 06/25/02 pT cal eal td Petit itt 

P < |. Minority Report 

6. The Mothman Prophecies 06/04/02 Tom Cruise stars and Steven Spielberg directs in this futuristic sci-fi 

7. Frank Herbert’s Dune 06/18/02 thriller with an unusual justice system. 

8. Blue Velvet 06/04/02 5. Mr. Deeds Es 06/28/02 
Adam Sandler plays a small-town yokel who inherits a media corpo- 

So RAED Beoaits ation. It couldn’t possibly be worse than Little Nicky. 





SALES CHARTS" 


TOP TEN GAMES — 
_MID-MARCH 


NPDFunworld” TRSTS 

















The first DMC was one of the best 
action games we've EVER played, and 
this sequel looks set to outdo it in 
every way. This winter can't come 

‘ soon enough! 


Lara's new adventure has us 

psyched — the new gameplay, new 
story, new locations, new enemies — 
everything! Will this be the next 
Metal Gear Solid 2? 





Well, he’s not quite Boba Fett, but 
we'll take any Fett we can get! This 
new Star Wars game is already 
looking damn good, with lots of cool 
moves and gear for the space bounty 
hunter — especially the jet pack! 


The cel-shaded look of this game 
is obviously a big draw, but we're 
also really excited about the 

mix of Gran Turismo and Ridge 
Racer-style gameplay. 





M2 is still one of our favorite 
fighters. This sequel's seriously 
retooled 3D gameplay has us more 
excited about the series than we've 
been in years. 


Of the two big online RPGs 
hitting PS2, FFX/ has us most 
excited because of the series’ 

heritage and presentation, plus its 
job system is intriguing. 





If it's anywhere near as 
engrossing as the PC version, 
we'll have to start drinking our 
Jolt Cola now to stay awake for 
: days on end playing. 


It's slipped a little on our overall 
list, but that's just because we've 
already played the Japanese version 
a LOT - we still can't wait for the 
U.S. version though! 





The first game was cool, but this 
FPS sequel just has so much more 
to it — like an honest-to-goodness 
story mode — that we can't help 

§ but be excited. 


There's not much info yet on this 
"classic reborn", but it's one of 
our favorite series ever and the 
Genesis version's development 
team is on the job! 
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SHADOW MAN is back: Just try ending the world. Plunge into a TWISTED VOODOO journey of 


APOCALYPTIC COMBAT, featuring MASSIVE-SCALE HORROR WORLDS, REAL-TIME WEATHER EFFECTS, | 
DYNAMIC Al, And introducing the POWER 70 TRANSFORM FROM LIVING To UNDEAD. [idamual PLATINUM AWARD 





SB Vie eee ie trae Y 








Blood and Gore 





a C) 
Strong Language PlayStations2 2] A 
Ni Violence i rol laa 


ESRB www.acclaim.com 


Shadow Man™ 2: 2econd Coming and Acclaim? & © 2002 Acclaim Entertainment, Inc. All Rights Reserved. Developed by Acclaim Studios Teesside. All Rights Reserved. "PlayStation’ and the "PS" Family logo are registered trademarks of 
jony Computer Entertainment Inc. 


5  REVIE WS 


i The world’s most accurate, ~ 
game reviews 








<< 


Go anti-grav and hi 
gee witlr this-fajurig 


racer on.pg. 34! 


CLASSIC 
A rare gem; Our highest recommendation 


> OUTSTANDING 


One of the better games this year 


> VERY GOOD 


You can’t go wrong MUST-BUY 


> Good 


A solid game 


OKAY 
Kind of fun, but no big deal 
> so-so 


You've got to love the subject matter 


> LACKING WARNING 


Big flaws really hurt this game 


> BAD 
Not fun at all 
> AWFUL 


This game is an insult 


> WHY? 
Why would anyone do this to us? 


We take our reviews very seriously. 
We spend hours upon hours play- 
testing each title to give you the 
best information to help you buy. 
Games that score an 8, 9 or 10 
earn a Bronze, Silver or Gold PSM 
Must-Buy award. We don’t hand 
them out easily, so if you see one on 
a review, a game box or advertis- 


- ing, besure to check that game out. 


Finally, when looking up past 
scores, keep in mind that older 
games usually wouldn’t fare as well 
if they were reviewed today. 
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[TYPE | 
[ACTION j 




















PUBLISHER | 
ACCLAIM 











DEVELOPER | [MAX. PLAYERS | | [#orFoiscs _| [ESRBRATING |. 
SEGA/AMUSE 1 Lf | 








¥ Just like in Metal Gear Solid, enemies will go alert upon 
seeing you — that’s when ya want to pump ‘em full of lead. 





FAN OLY, ITER Ji 


The next Metal Gear? Not quite — but te t gives it a'good shot 


Ithough it might look a lot like a Metal vs 
7\ Gear Solid wannabe at first glance, r : 
Headhunter is very much its own game. I 5 

More akin to Koei’s Winback, its gameplay is clearly 
focused on almost pure action — in this case, 
playing as a bounty hunter. And while it doesn’t 
bring anything truly groundbreaking to the genre, 
it’s executed pretty damn well, overall. 

Its gameplay is broken up by a series of missions 


and bounty hunter license tests. Each license test A Encironnients range from ships to high-tech labs; the cinemas are highly detailed; the weapon selection is solid. 
requires players to complete a set of increasingly 
difficult motorcycle and VR-style missions. Each time you complete one, you receive a new mission and Of course, Headhunter also varies the action with 
additional gear for your arsenal. The control is tight numerous puzzles. Unlike many action titles, these 
+H ow HE STACKS UP and seamless, easily allowing you to dodge fire and are actually quite challenging and interesting and 
barrel ia lock onto enemies, while the enemies and bosses don’t detract from the action element. Furthermore, 
> Metal Gear Solid 2 Tetieainl! are varied, forcing you to use every weapon there are a variety of puzzle types, which means 
> Max Payne 8 out of 10 available. There are also a number of situations that you won't simply flip the same old switches 
fesdenaisres , where covert tactics will offer better results. While throughout the entire adventure. Many other devel- 
"> Winback 7 = of 10 it’s not quite as extensive as MGS2 in this respect, opers would do well to study Headhunter’s puzzle 
> Blood Omen 2 5 out of 10 breaking necks, sneaking past guards, and avoiding system for their games. 
cameras are still integral elements. Headhunter has a cool look to it overall, although 
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The game’s 

heads-up display 

| not only automaps 
the level you're on, 

| but also indicates 
enemy locations 

| and the direction 

| they’re facing. It’ll 

| even fuzz out when 

| you’re detected — 

| sound familiar? 





I'd have to question generic-hero-with-beard design 
choice. SInce it started out as one of Dreamcast’s 
best looking games, it manages to look surprisingly 
at home on PS2. The news clips between missions 
are also a nice touch, but it’s really weird to see live- 
action anchors interviewing CG characters with a 
straight face. 

Although Headhunter succeeds where many 
action games tend to fail, it does suffer from a few 
weaknesses. For one, the camera will occasionally 
get hung up on the environment, or simply present 
a poor angle, making some of those intense battles 
slightly difficult to manage. Second, the story can 
get quite cheesy (and even nonsensical) at times, 
but | actually liked it and thought it suited the game 


well; keep in mind, though, that | also think bad B 
action movies starring Dolph Lundgren are great 
forms of entertainment. | also found the weak points 
of a couple of the bosses a little cryptic, which made 
defeating them a little more tedious than was 
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An up-close look at 
the game in action 


The game’s enemies are 


pretty smart. Like their 
Metal Gear Solid 2 counter- 
parts, they'll be alerted by 
security systems and your 

{ own presence. They'll also 
roll, duck, and generally 
attempt to make hitting 

| them as hard as possible. 


\\ ” y; 
\\\ j : a 


AY ao Ne __ 
In addition to the main character, Jack Wade, 
©) players can assume the role of the Sarah Bryant 
look-alike Angela Stern. Her moves are similar, 
©) but she’s definitely a lot easier on the eyes. 


| —_-—neenaamnmandensandsenitle 


>» 


necessary. Overall though, Headhunter’s solid design 
and tight gameplay easily outweigh these gripes, 
making it a definite bright spot in PS2’s cluttered 
action game lineup. 

> Tokoya 


Di 
4 


Head Hunter isn’t completely original, espe- 
cially after having played MGS2, but it is still 
a very solid addition to PS2’s action genre. 
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It’s more DDR! In America! Everybody cheer! 





iewed from the perspective of one game. If you've only encountered Dance Dance 
al who’s imported the Japanese versions Revolution in its American incarnations, however, it’s 
of the game, Dance Dance Revolution a godsend. Far more songs than the first game, an 
Konamix is less than pointless. It features an all-new interface, new modes, honest-to-goodness 
interface three generations old, and some songs original songs — heck, it’s almost what Konami 
dating back to the very first incarnation of the should have released in the first place. = 


Better late than never, since there’s still an feet 
untapped market for this game (especially consider- 








ing the arrival of cheap PSones and new dance series. Some of them are unfortunately recycled 
Ste LEReeRi bin, fc pads). Konamix answers that potential demand with from all the way back in the first version of the 
2 > DDR Konamix 8 out of 10 the updated 4th Mix menu system, sharper and game (“Brilliant2U", the execrable “Let Them 
: iheraa Mar better organized than the earlier games, with more Move”), but it’s a bigger and better lineup than the 
au ae eee modes and classifications for the expanded song first American DDR. It’s nice to see they're at least 
; Te list. Said list includes 52 total tunes, 20 of them using the entire disc this time, to pack in a new 
unlockable and 2 of them actually new to the Afronova, some new Paranoia, and better fast tracks 


like “Perfect Free” and “Salamander Beat”. 

The original’s mode selection was already pretty 
full, so Konamix has few additions in that depart- 
ment, but Edit Mode and Nonstop Order are 
available from the beginning, and the perennial fave 
Workout Mode is always welcome. For serious 
steppers, there’s Solo Mode, which adds two extra 

: diagonal buttons to the mix (forward right and 
leer e » 1 forward left) for a total of six directions. It’s much 
r [ eee if if : =: harder, but more than a few American players will 
a have reached the upper limit of the original 
version's challenge level at this point. 

Konamix should be a welcome addition to a 

mainstream player’s game library. 













> David Smith 


| If you're only experienced the first 
A a | American release, you MUST get this 
1) version now! 
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Hammer your way through urban fantasy 
tracks to the Gravity Games big time in 5 game 
modes through 10 massive worlds so detailed 


and realistic you can smell the asphalt. 
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Master Fuzzy Hall's real backyard course and 21 riders to choose from, including 7 top pros 
check out pro rider behind-the-scenes DVD like Dennis McCoy, Fuzzy Hall and Jamie 
content with harsh wipeouts, awesome _ Bestwick, along with a bevy of fantasy street 
moves and in-depth interviews. characters. 
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Mild Violence 
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Faster than ever... but not as fine-tuned 


et’s face reality: no future Wipeout 
qa game is likely to be as good as the 

godly Wipeout XL on PSone. Wipeout 
Fusion gives it a good try, though, taking the series 
into the future visually, but unfortunately forgetting 
a lot of its past in the process. 

The adrenaline-pumping thrill, sensory bom- 
bardment, and frantic combat that put Wipeout on 
the map have been cranked up for PS2. With the 
exception of some PSone-era tearing on the tracks, 
the game also looks stunning and is blindingly fast, 
and keeping with tradition, most of the electronica 
soundtrack is superb. The core gameplay is solid, 
with the mag-lev racers exhibiting just the right 
amount of floatiness and control, and smarter 


pa 
a 
mh 


3 


opponents that not only race better, but also fight 
better, too. The course designs are mostly very 
good, featuring plenty of alternate paths and 
opportunities — the seven locales, each with several 
variants and unique features, also add variety. The 
Challenge Mode tops it all off, adding even more 
variety and longevity than previous Wipeouts. 
However, the game is also packed with some 
annoying quirks that don’t kill its fun, but do throw 
some kinks into the experience. They're mostly little 
things: opponents stopping dead in front of you 
when hit with missiles, rather than “hopping” like in 
previous games, turning them into unnecessary 
obstacles; pit rows that are overly hard to enter 
without slowing to a crawl; some “dead ends” in the 


PSM 
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tracks are oddly placed and require backtracking; 
weapons unlocked in Arcade Mode then appear in 
League Mode, but can be way too powerful before 
upgrading your ship enough. Add them all up, and 
they'll frustrate newcomers and make old-timers 
long for the infinitely more polished gameplay expe- 
rience found on PlayStation. 

Luckily, this is a game that steadily grows on you, 
and ends up offering enough thrills to mostly forgive 
its numerous quirks. Long-time fans will most easily 
take to its curves, but newcomers should prepare 
for a steeper-than-average learning curve. 

> Randy Nelson 








8B out of | 
7 out of | 


jut c 


SuUrmMOouUr 
2 > Wipeout Fusion 
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Once you learn to live with some of its odd quirks and oversights, this 
latest (though not greatest) game in the series is still a lot of fun, and is 
even faster and more frantic than ever. 
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The best amfnee atic oe hits Ps2_ 


here are all the surfing games? It 

seems as if everyone is willing to try a 

snowboarding, skateboarding, or even 
Jet-Ski game, but few have tackled the original 
“extreme” sport. Angel Studios has not only taken it 
on — it has largely succeeded. 

That doesn’t mean TransWorld Surf on PS2 and 
Xbox (where it launched in November 2001) is the 
end-all surfing game, but it’s still the best one 
available by a long shot. It’s not the surfing equiva- 
lent of Tony Hawk’s Pro Skater, but TransWorld offers 
an almost totally different experience. 

Players can pick from 13 pros, surf in nine spots, 
and play in seven different modes. The waves are 
varied, numerous, and offer seemingly spontaneous 





peaks and breaks, and they pack huge powerful 
barrels. New to PS2 is the Mexican surf spot Todos 
Santos, which is filled with large, thick-walled rights, 
and with the new Shark Tag mode, with one to four 
people vying via multitap — sharks versus surfers! 

The developer has also ironed out the gameplay 
problems found in the Xbox version. It’s freed up 
the surfer to perform bigger moves, higher airs, and 
more combos by tweaking the collision detection 
system, so players can fudge a bit more (whereas 
before, landing airs was brutal). Surfers can get 
more play out of each wave, especially near the 
hook (where waves begin to peel). It also cuts 














done 
@one - 00 2S Trick Combo 


Score, 20,000 points 


Air Guer 2 Boats 


players slack by easing the goofy set of goals. That 
means sea gulls that can be scared off waves are 
more clearly identified, as are bunkers. Also, tube 
rides are slightly more difficult. 

Unfortunately, TransWorld Surf suffers from 
chunky slowdown, and while the water looks 
perfectly good in some levels, in others it’s worse 
than on the Xbox. Plus, the game just doesn’t offer 
the same immense, overwhelming feeling of infinite 
gameplay possibilities that its snowboarding and 
skateboarding brethren possess. 

So it’s got its share of problems — but, overall, 
it’s an addictive, unique, and fun game that definite- 
ly delivers the best surfing experience on a console. 

> Douglass Perry 





Better playing than the Xbox version, but not better looking, TransWorld 
Surf alters, tunes, and adds to the first really good surfing game. Not the 
definitive title, but the best we have, so far. 
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EVERYONE 


inal Mysteries 


Ce eT 


Look for Scooby-Doo Orig 


lable Now! 


Game Boy Advance 
Ava 


based on feature film 








The gang is missing. 
Help Scooby find them 
hefore he gets hungry. 





Featuring the Scooby-Doo cartoon 
voice actors and special guests. 








12 huge levels based on the 
original Scooby-Doo cartoons. 








Encounter 20 classic 
Scooby-Doo villains. 


www.thq.com 
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Limited fun with the limbless one 
hile we all sit patiently and wait for racing through tracks made from bits of Rayman’s 


Rayman 3, Ubi Soft has decided to toss —_world, and fighting in pits made from bits of 
us a bone — or in Rayman’s case, a red Rayman’s world. 





neckerchief — with Rayman Arena: a sprinting, There are 12 levels for both the racing and the 

punching, sliding, bashing racing/combat game. scrapping (along with some bonus unlockable 

Although that may sound like a mish-mash, the sections) and they all look colorful and whimsical 

game is actually neatly divided into two clear parts: —_ and right out of Rayman 2. The racing tracks have or play a deadly game of keep away in this treach- 


one main path with six or seven shortcuts to erous world of pastels and butterflies. It’s all pretty 
encourage the adventurous. There are also plenty of cute and inoffensive, and to its credit, it’s pretty fun, 
switches throughout the courses that you can shoot __if you have a multitap and three friends who are 

to cause trap doors or other obstacles to spring up, _ easily amused. 





hindering your opponents. The single player experience is pretty flat. You 
bs Nw lattae i : . ns The other half of the game is spent button can pick from 4 characters (and unlock 4 others) as 
la ae arene ealcel) mashing in the Rayman pits. In addition to the you jog around a colorful world making life difficult 





ot Wer B cu oi 2 standard deathmatch, you have to fight for crystals for your competitors. Although there is plenty to 
explore, it’s all over quickly. With some dedication, 
Ppa you can unlock everything in a few hours. 
Ive ao MUlief The combat, however, is less than thrilling. You 
a? |, — have to use the right thumbstick to aim, and the 
L. “lock on” feature doesn’t take its job too seriously, 
: re PEA 4 ; as it doesn't really “lock on” all that well. The result 
is that much of the combat feels more like luck. 
Find the most powerful weapon and button mash 
a Oe ° ee until you win. It’s entertaining for a little while, but 
id A ] 2) igo Fe 4 + unless you add alcohol and gambling, it won't 
dominate your life. 













> Jim Preston 


The simple controls and constant action make it good for a crowd, but it’s 
a thin game for single players. Just bring it out at parties and it should do 


FINAL SCORE X , [iC alright for you. 
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© Destroy Enemy Fighters 
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A little too brown, but still fun to play 


hile originally developed by Sony 

studios in the UK, Dropship is being 

brought over to the U.S. by Bam!, of all 
companies. However, regardless of the change in 
publisher, Dropship delivers a rather enjoyable, if not 
totally innovative, experience. 

While mainly designed as a flight-based combat 
title, the game also lets you race across the land in a 
selection of military vehicles, including tanks and 
APCs. While decently varied, the missions you'll have 
to complete range from simple scouting runs to 
more challenging “protect the convoy” objectives. 








It’s a good mix, but | was hoping for some unique 
challenges that would really put my noggin and 
gamepad skills to the test. 

Visually speaking, Dropship doesn’t really raise 
the bar at all or set any new standards. However, 
what’s here is more than adequate. It’s just that 
some people may consider the title a bit bland, 
since it tends to use a lot of browns and other dark 
colors. You won't find much vegetation here, that’s 
for sure. 





The only main problem with this game, if you do 
consider it a problem, is the inconsistency of the dif- 
ficulty. Most games should have a smooth curve that 
ramps up the challenge as the player becomes 
more skilled. Dropship, unfortunately, fluctuates like 
an EKG and has missions that require several retries 
immediately followed by a mission that even a blind 
man could finish. If you can get used to that, then 
the game is certainly fun and pretty much delivers 
on everything you would expect. However, there's 
nothing really new here. 

| still definitely hope that there’s a sequel, but 
pray that the development teams gets more inspira- 
tion from lush forests and green hills. Throw some 
more color into the mix and you'll make this 
enjoyable game even more enjoyable. 

> Stephen Frost 


While adequate in both graphics and gameplay, Dropship’s most enjoyable 
feature is the ability to drive the different vehicles. Most gamers will find 
the learning curve to be a frustrating thing at best. 
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LETHAL SKIES 


ethal Skies is a perfectly acceptable air 
a4 combat game, and nothing more than that. 
That would normally be just fine, but as the PS2 already 
has an outstanding air combat game in Ace Combat 4, it’s 
hard to see why one would want to bother with Sammy’s 
Offering. It includes hardly anything in terms of gameplay 
that wasn’t done in previous generations of flight shooting, 
and while it offers the expected pretty aircraft models, 
there’s not much to back them up as far as inventive 
environments or mission design. 

Perhaps mission design is the game's biggest failing. 
Most sorties boil down to “destroy all these targets” That 
would not necessarily be a problem, but when all those 
targets are exactly the same, and require only repetition 
of the same tactics to destroy, the designers are not trying 
hard enough. Even the fantasy concepts are familiar ones, 
like the ubiquitous Firefox-style canyon mission. Situations 





like that also show up problems with the control scheme, 
which becomes even more sluggish and imprecise at low 
speeds than realism concerns would dictate. 

That mission design may be a symptom of a larger 
problem, though. Lethal Skies simply doesn’t bother to do 
anything new with this type of game. Ace Combat had 
familiar controls, but used the PS2 to add a whole new 
sense of scale to air combat, and a more intense feeling 
of involvement for the player. Lethal Skies uses the PS2 to 
make an ages-old game look a bit nicer, which doesn’t cut 
it in this generation. 


ae & 
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> David Smith 
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A Enemy destroyed, and my interest isn’t holding up too 
well, either. Time to eject... 





It has all of the ingredients of a decent flight simulator, and the de rigeur 
pretty replay movies, but there's hardly any creativity to hold it together. 
You're better off flying the unfriendly skies with Ace Combat 4. 
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THE ITALIAN JOB 


his solid budget title from Rockstar is based 
on an unusual license — The Italian Job, a 
British crime caper from 1969, starring Michael Caine and 
Benny Hill. We have to admit that it turns out to be the 
perfect subject matter for a mission-based driving game. 
The game closely follows the plot of the film, in which 
Caine'’s character must first recruit some lead-footed 
cohorts, then execute his master plan to steal a huge 
shipment of gold. Neither the police nor the mafia want 
him to succeed, so much vehicular mayhem erupts. Most 
of the game's 16 missions involve racing from one place 
to another while evading pursuers, but there is also the 
occasional game of follow-the-leader to add variety. 
Overall, this isn’t an adventurous game, but it’s solidly 
built. Graphics, framerate, and vehicle physics are all fine 
for a PS one title, and the music and voice acting are 


actually quite good. It’s a bit short — there are only three 
environments: London, the Swiss Alps, and Turin, Italy 
(although they're pretty big) and just over a dozen 
vehicles, ranging from a bus to the zippy Mini Cooper S. A 
few additional play modes round out the package: stunt 
challenges, checkpoint races, cone-bashing “Destructor” 
events, and a free ride mode. The big disappointment is 
the multiplayer mode, in which players simply take turns 
running checkpoint races. Still, if you're still saving up for 
your PS2, there's plenty here for your money. 


> Eric Bratcher 
Sivi 
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RED CARD SOCCER 20-03 


ere’s the deal: Red Card 20-03 is the newest 
il addition to Midway's line of arcade-style 
sports titles, and as far as those games go, it’s a pretty 
good one. But if you ask us, it really would've benefited 
from a little more Blitz under the hood. 

Sure, the game's got more than a fair share of rule- 
breaking. You can sweep, karate kick, and even punch 
opponents whenever you like. Heck, you can even take 
pot shots at the referees. There's also an abundance of 
flash with visual treats, like special effects and the prereq- 
uisite Matrix-style, in-game shots. The action also moves 
quickly and the control is surprisingly tight. 

As a soccer simulation, however, it’s lacking the depth 
and strategy that fans of European “football” have come 
to expect. And as an extreme sports game, it just doesn’t 
offer enough of the crazy extras, wild commentary or 
“wow” moments to provide the same over-the-top thrills 


as NFL Blitz or NBAJams. Red Card has more in common 
with the more realistic NHL Hitz than the off-beat NFL 
Blitz series. The problem is, that you can't go halfway 
when it comes to creating a sports simulation. There are 
simply too many other games out there that get the sim- 
ulation aspects just right. 

Because Red Card Soccer 20-03 doesn't focus fully on 
either style, both simulation and arcade fans will be 
somewhat disappointed. And that's a real shame too, 
because soccer is the one sport that could really use a 
good lightening up. 


> Riley Alexander 
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A One of your boys has to be sprung before he can join 
up, but don’t expect the cops to let you get away easily. 





It’s no Driver, but don’t let the low score scare you away from this game. It 
lacks a little here and there, but for 10 bucks, you really can’t go wrong. 
The crime caper atmosphere really makes it fun! 
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A It says bad things Asai our ethics, but we just can’t get 
enough of the ref bashing. 


This title is too much of a “tweener” for our taste. If Red Card Soccer 20- 
03 leaned a little more to the “extreme” side, we probably would have 
enjoyed it more. 
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lemark of the Interactive Digital Association. All manufacturers, motorcycles, helmets, suits, 
5, All rights reserved. 
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Don’t buy a game until you check here first! 
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| May-02 


| May-02 
| May-02 


| May-02 


ataoa Ut hast| 
| January-01 


Army Men RTS 


| Deus Ex: The Conspiracy 


| ESPN NBA 2Night 2002 


Herdy Gerdy 


| Mister Mosquito 


Smash Court Tennis 


| State Of Emergency 


Final Fantasy X 


10 


7 


| Strategy 3D0 


Action/RPG | Eidos 


This stripped down real time strategy doesn’t have a lot of flash and sizzle, but it 
does offer an amusing personality and a big, green chunk of solid gameplay. Stick 
it to the Tan! 


Although the graphics are outdated and the Al needs some polish, Deus Ex is a 
brilliant shooter/RPG. 


Sports Konami | This is fundamentally solid, but only slightly above average, basketball game that 


Adventure | Eidos 


Action Eidos 


doesn’t quite stack up to the competition that is already available on the PS2. 








The gameplay is challenging, but the long load times and inconsistent framerate 
mar a brilliant idea. 





Another unique concept game of the type that seems to appear mostly in Japan, 
Mister Mosquito promises some unusual gameplay and strategy. Just don’t count 
on too much replay value, though. 


Sports Namco It may have some control issues, but Smash Court is still a decent tennis title. It 


just doesn’t provide anything new or innovative at all. But right now, it’s the only 
game available. 


Action Rockstar It's a riot at first, but gets repetitive much too quickly to provide any serious 


our hands on! 


SP [RasetESKAS Vie sca 
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Dec-01 


Oct-01 


| Tony Hawk's Pro Skater 3 (PS2) 


Devil May 
| Madden NFL 2002 (PS2) 


10 


10 


Sports 


Activision 


poco 


EE EE 


| Nov-0O 


SSX (PS2) 


10 


ene 


CE 


Apr-02 


Virtua Fighter 4 


sae 


Feb-02 Maximo: Ghosts To Glory oar 


| January-O1 


Jak And Daxter 


Adventure 


January-01 | Sega Sports NFL 2K2 i 


| January-01 | 


Shadow Hearts 


Holiday-O1 | Grand Theft Auto 3 





| Staying power. The over-the-top premise certainly must be experienced, but only 
| as a rental for most gamers. 


FSG tac eet eeeerecmemete erceeeeeeee 
53. | Holiday-O1 | SSX Tricky Racing | EA Sports 


| Dec-O1 | Ace Combat 4: Shattered Skies 3 ATO a 


Madden NFL 2002 ae 


49 era NCAA Football 2002 EA Sports. 


Resident Evil Code: Veronica X 


48 ah Twisted Metal Black Car Combat 


Breath of Fre IV (5) 


40 | Dec-00 DOA2: Hardcore (PS2) | Fighting | Tecmo 


Final Fantasy IX (PS) Pore 


Feb-01 Rayman Revolution (PS2) Platformer 


MDK 2: Armageddon (PS2) 9 Interplay 
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Apr-02 
Apr-02 
Apr-02 
Apr-02 
Apr-02 
Apr-02 
Apr-02 
Mar-02 
Mar-02 
Mar-02 
Mar-02 
Mar-02 
Mar-02 
Mar-02 
Mar-02 
Mar-02 
Feb-02 
Feb-02 
Feb-02 
Feb-02 
Feb-02 
Feb-02 
Feb-02 
Feb-02 
Feb-02 
Feb-02 
Feb-02 
Feb-02 
Feb-02 
Feb-02 
Feb-02 
Jan-02 
Jan-02 
Jan-02 
Jan-02 
Jan-02 
Jan-02 
Jan-02 
Jan-02 
Jan-02 
Jan-02 
Jan-02 
Hol-01 

Hol-01 

Hol-01 

Hol-01 

Hol-01 

Hol-01 

Hol-01 

Hol-01 

Hol-01 

Hol-01 

Hol-01 

Hol-01 

Hol-01 

Hol-01 

Hol-01 

Hol-01 

Hol-01 

Dec-01 
Dec-01 
Dec-01 
Dec-01 
Dec-01 
Dec-01 
Dec-01 
Dec-01 
Dec-01 
Dec-01 
Dec-01 
Dec-01 
Dec-01 
Nov-01 





Fatal Frame 

Hot Shots Golf 3 

King’s Field: Ancient City 
Knockout Kings 2002 

NFL Blitz 20-02 

Pirates: Black Kat 

Sled Storm 

Star Wars: Racer Revenge 
Triple Play 2002 

Virtua Fighter 4 

AirBlade 

ESPN Winter Sports 2002 
High Heat Baseball 2003 
March Madness 2002 
MotoGP 2 

No One Lives Forever 
Pac-Man World 2 

Tiger Woods’ PGA 2002 
World Tour Soccer 2002 
Dragon Rage 

Drakan: The Ancients’ Gate 
Gitaroo Man 

Grandia II 

Jade Cocoon 2 

Legends Of Wrestling 

Maximo: Ghosts To Glory 

Max Payne 

NBA 2K2 

NFL GameDay 2002 

Parappa The Rapper 2 

Rez 

Wave Rally 

X Games Snowboarding 2002 
Wizardy: Forsaken Land 

007: Agent Under Fire 

Arc The Lad Collection 
Burnout 

Final Fantasy X 

Forever Kingdom 

Frequency 

Hoshigami 

Jak And Daxter 

Sega Sports NFL 2K2 
Shadow Hearts 

Tsugunai: Atonement 

Baldur's Gate: Dark Alliance 
Dragon Warrior VII 

Dynasty Warriors 3 

Giants: Citizen Kabuto 

Grand Theft Auto 3 

NASCAR Live 2002 

NBA Live 2002 

NHL Hitz 20-02 

Project Eden 

Shaun Palmer's Pro Snowboarder 
Smuggler’s Run 2 

Soul Reaver 2 

Splashdown 

SSX Tricky 

Thunderstrike: Operation Phoenix 
Vampire Night 

WWF Smackdown! 3 

Ace Combat 4: Shattered Skies 
Batman: Vengeance 

Capcom Vs. SNK 2 

Crash Bandicoot Wrath Of Cortex 
Guilty Gear X 

Half-Life 

Harvest Moon: Save The Homeland 
Metal Gear Solid 2: Sons Of Liberty 
NHL 2002 

Okage: The Shadow King 
Supercar Street Challenge 
Tony Hawk’S Pro Skater 3 (PS) 
Tony Hawk's Pro Skater 3 (PS2) 


Devil May Cry 
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Action 
Racing 
Racing 
Sports 
Fighting 
Action 
Sports 
Sports 
Sports 
Racing 
FPS 
Platform 
Sports 
Sports 
Action 
Adventure 
Music 
RPG 
RPG 
Wrestling 
Platform 
Action 
Sports 
Sports 
Music 
Shooter 
Racing 
Sports 
RPG 
Action 
RPG 
Racing 
RPG 
Action/RPG 
Action 
RPG 
Adventure 
Sports 
Sports 
RPG 
Action/RPG 
RPG 
Action 
Action 
Action 
Racing 
Sports 
Sports 
Action 
Sports 
Action 
Adventure 
Racing 
Racing 
Sim 
Shooter 
Wrestling 
Air Combat 
Action 
Fighting 
Platform 
Fighting 
FPS 
RPG/Sim 
Action 
Sports 
RPG 
Racing 
Sports 
Sports 
Action 


Publisher 


Konami 
3D0 

EA 
Namco 
Vivendi 
Namco 
EA Sports 
989 Sports 
3D0 
Sony CEA 
Koei 

Ubi Soft 
Ubi Soft 
Acclaim 
Capcom 
Rockstar 
Sega 
989 Sports 
Sony CEA 
Sega 
Eidos 
Konami 
Atlus 

EA 
Working Des. 
Acclaim 
Square 
Agetec 
Sony 
Atlus 
Sony CEA 
Sega Sports 
RPG 
Atlus 
Interplay 
Enix 

Koei 
Interplay 
Rockstar 
EA Sports 
EA sports 
Midway 
Eidos 
Activision 
Rockstar 
Eidos 
Infogrames 
EA Sports 
Eidos 
Namco 
THQ 
Namco 
Ubi Soft 
Capcom 
Universal 
Sammy 
Sierra 
Victor 
Konami 
EA Sports 
Sony CEA 
Activision 





Activisi 
Capcom 
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June-01 
June-O1 
June-O1 
June-01 
June-01 
June-01 
June-01 
May-01 

May-0O1 


Extreme-G-3 

Ico 

Kessen 2 

Kinetica 

Monster Rancher 3 

Portal Runner 

Silent Hill 2 

Syphon Filter 3 

Spider-Man 2: Enter Electro 
Syphon Filter 3 

Spy Hunter 

X-Men: Mutant Academy 2 
Castlevania Chronicles 
Extermination 

Madden NFL 2002 (PS2) 
Madden NFL 2002 

NFL GameDay 2002 

One Piece Mansion 

Rune: Viking Warlord 

Silent Scope 2 

Tales Of Destiny 2 

Time Crisis II 

Armored Core 2: Another Age 
City Crisis 

EA Sports Rugby 

Gallop Racer 

Gundam: Journey To Jaburo 

Le Mans 24 Hours 

Nascar Heat 2002 

NBA Street 

NCAA Football 2002 

Resident Evil Code: Veronica X 
Saiyuki: Journey West 

Stretch Panic 

Test Drive Off-Road — Wide Open 
Alone In the Dark 

Bloody Roar 3 

CART Fury 

Dave Mirra: Maximum Remix 
Escape From Monkey Island 
Final Fantasy Chronicles 

Fur Fighters 

Motor Mayhem 

MX 2002 

Scariest Police Chases 

Twisted Metal Black 

Cool Boarders 

Crazy Taxi 

Dark Cloud 

Gauntlet Dark Legacy 

Gran Turismo 3 

Heroes Of Might And Magic 
Klonoa 2: Lunatea’s Veil 

MLB 2002 

MTV Music Generator 2 

Red Faction 

Star Wars: Bombad Racing 

The Simpsons Wrestling 

Tokyo Xtreme Racer O 

Aladdin In Nasira’s Revenge (PS) 
All Star Baseball 2002 (PS2) 
Army Men: Green Rogue (PS2) 
Army Men: Sarge’s Heroes 2 (PS2) 
Army Men 2: Air Attack (PS2) 
ESPN MLS Extratime (PS2) 
ESPN National Hockey Night (PS2) 
ESPN NBA 2night (PS2) 

High Heat Baseball 2002 (PS2) 
Mat Hoffman's Pro BMX (PS) 
Quake III Revolution (PS2) 
Rainbow Six: Rogue Spear (PS) 
Rumble Racing (PS2) 

Time Crisis: Project Titan (PS) 
Triple Play Baseball (PS2) 
4X4 Evolution (PS2) 

Army Men: Final Front (PS) 




















Racing 
Simulation 
Platform 
Horror 
Action 
Action 
Action 
Action 
Fighting 
Action 
Action 
Sports 
Sports 
Sports 
Puzzle 
Action 
Shooter 
RPG 

Light Gun 
Action 
Action 
Sports 
Simulation 
Action 
Racing 
Racing 
Sports 
Sports 
Horror 
RPG 
Action 
Racing 
Horror 
Fighting 
Racing 
Sports 
Adventure 
RPG 
Adventure 
Car Combat 
Racing 
Action 
Car Combat 
Snowboard 
Driving 
Action/RPG 
Action 
Racing 
Strategy 
Platform 
Baseball 
Music 
FPS 

Kart Racing 
Wrestling 
Racing 
Platform 
Baseball 
Action 
Action 
Action 
Soccer 
Hockey 
Basketball 
Baseball 
Sports 
FPS 
Action 
Racing 
Lightgun 
Baseball 
Racing 
Action 











Acclaim 
Sony CEA 
Koei 

Sony CEA 
Tecmo 
3D0 
Konami 
Sony 
Activision 
Sony 
Midway 
Activision 
Konami 
Sony CEA 
EA Sports 
EA Sports 
989 Sports 
Capcom 
Rockstar 
Konami 
Namco 
Namco 
Agetec 
Take 2 

EA Sports 
Tecmo 
Bandai 
Infogrames 
Infogrames 
EA 

EA Sports 
Capcom 
Koei, 
Conspiracy 
Infogrames 
Infogrames 
Activision 
Midway 
Acclaim 
Lucas Arts 
Square EA 
Acclaim 
Infogrames 
THQ 
Activision 
Sony 

Sony CEA 
Acclaim 
Sony CEA 
Midway 
Sony CEA 
3D0 
Namco 
989 Studios 
Codemasters 
THQ 
Lucas Lrng. 
Activision 
Crave 
Sony CEA 
Acclaim 
3D0 

3D0 

3D0 
Konami 
Konami 
Konami 
3D0 
Activision 
EA 

Red Storm 
EA Games 
Namco 
EA Sports 
GOD. 
3D0 
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Skate as one of the 10 top pros: 
Jaren Grob, Taig Khris, Shane Yost, 
Matt Salerno and Chris Edwards 





maneuvers, grinds, vaults, wall rides, 
fast plants, cess slides and skitches 


Punish your friends with split-screen 
multiplayer; build the ultimate skate- 
park with the in-game park editor 





fey aoe 
Attack 9 mammoth levels with environ- 
ment-altering cinematics at every corner 
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Aving vanguished the forces of darkness 
in Devil May Cry, gaming’s toughest bad-ass action hero is about to embark on an even 
bigger adventure. Fortunately for Dante, he’ll have bigger Guns , More 
kick-ass WODS, and a sexy new partner to help out. We went straight to 
Tsuyoshi Tanaka, the game’s producer, for exclusive first details 


on this incredible-looking sequel. The stage is set for Devil May Cry 2... let’s rock, baby! 















































ur adventure begins in the summer of 2001, when 
Capcom first started development on Devil May Cry 2... 
with a brand new team at the reins. “No team member had 
worked on the original?’ confirms Tanaka. He assures us, 
however, that’s it’s in more than competent hands — and they 
aren’t out of touch with the first DMC crew. “We are communicating 
daily with the original team to share the world settings and get their 
feedback on the development process” 
In fact, the original DMC team was just finishing up their work 
when DMC2 was started; Capcom won't say what project 
they've got their hands on now. Tanaka can reveal, however, 
that DMC2 is set to be released this winter, although he can’t 
Dante is leaner, confirm whether that’s only in Japan or also here in the U.S. 


meaner, and more, er... 

bare-chested than he 

was in the original 

Devil May Cry — and 1 fe cti ‘ 

he still shops at “Bad- Much of Dante’s new quest is still shrouded in mystery, 


Asses ‘R’ Us”, from but what we do know is plenty enough to get us 
the looks of it. excited about the possibilities. “This time a whole 
city is your playground,’ reveals Tanaka. “You will 
have a much broader area to explore this time” 
So far, that area is divided into two overall zones: 
the lower city and upper city. The former “looks 
like an old European town” in Tanaka's words, 
while the upper city contains massive skyscrap- 
ers and ruins. The team is aiming for a lot 
more variety in the stage design overall versus 
the first game, so don't think it’ll just be 
empty streets and alleyways. 

According to Capcom, the ruler of the 
city will be Dante’s chief nemesis in this 
adventure, but his master plan — and full 
identity — are still secrets. “This character 

is aiming to revive the demons once again,’ 
is all Tanaka will reveal at present. 

With the bigger game world comes a 
bigger adventure, too — “You will surely 
need more time to complete the game 
than you did for the original,” 
assures the producer. 


Probably the biggest new addition 
revealed so far is a new playable character, 
who will have her own unique gameplay 
style and storyline that develops > 


BIS TIME we'll 


Get to see the devil cry. : 





The upper city is home to dozens of sky- 
> separately from Dante's — kind scrapers. Dante will fight on top of them, 


of like a more expanded take on a peobedie ides ae But inside 
Leon and Claire’s scenarios in 

Resident Evil 2. Capcom isn’t mak- 

ing the new character's identity 

public just yet, but would divulge 

that she's a “new heroine’, leading 

us to believe that Dante’s business 

partner Trish is — for one reason 

or another — sitting this one out. 


In addition, producer Tanaka 
says to expect at least a couple of 
main, non-playable characters to 
make an appearance, though they 
definitely won't fight alongside 
Dante a la Onimusha 2. “DMC is 
supposed to be a ‘stylish’ action 
game which requires you to hone 
your skills so you feel like a cool 
guy,’ he says. “You can’t be helped 
by somebody.’ 







If Looks Could Kill Only Dante’s trademark Ebony & Ivory 


. pistols have been shown so far, but Tanaka’ 
With the new development team promises new weapons that will be able to’ 


comes a whole new look for our target more than two enemies at once. 










hero. He’s a leaner, meaner Dante, 


\ 
. who has ditched his crimson 
Te Ch %g B B®) Saf Ass 18 B ack trenchcoat in favor of a more 
ce i ' streamlined getup. But Dante's 
.. Dante is a cocky son-of-a-qun who deals death to his oes Fecoera ge Gilt 
> enemies in style. But as smooth as he was in the-first game, Capcom has EUS CIES RUPE WS 


' fentiocinelolD 
promised that Dante will be an even bigger bad-ass in DMC2. How can gaines|aunespiiete is Ueaneye pe 


: : ; : quite as gloomy. “In the original 
Dante top his previous exploits? We've got a few ideas... DMC, there were quite a few dark 


areas,’ explains Tanaka. “This time, 
Just as Dante is about to serve up his sweet style of justice to we are trying to make sure that 
some sucker demon, he notices that the demon is wearing a hat. players can easily recognize the 





























MAKE 


DANTE A Dante takes the hat and wears it on his own head as he proceeds player character, enemies and items 
\ SAMMICH, { to stomp the demon down into the ground. Finally, Dante lays the during the game” 
\ SUCKA! | . hat over his fallen foe's face before moving on. Dante and his foes are also 

















| going to sport better animation — 
| Twin lizard monsters appear, but Dante isn’t fazed. He knows including Dante's new coat blowing 
j , that things are about to get messy, so he forces one monster to in the wind — with Capcom promis- 
/ hold his trenchcoat while he skewers the other with wicked sword ing significant enhancements to the 
\ _ slashes. Taking his coat back, Dante “thanks” the second lizard with overall background detail and visual 
})  arocket to the face. effects as well. The monster 
4 : designs, at least from those we've 
A sexy female demon flies down to stop Dante from progressing seen, are a mix of old and new. 
> any further. But after our hero lays on the smooth talk, he’s got her 
: wrapped around his finger. After a little bit of lovin; Dante continues 
AI \ j pats quest, boss fight Five(e(=0h Gamep lay Upgrades 
> 3 “You will see a renewed Dante who 
Everything has led up to this, the final boss fight. The menacing vil- is full of bad-ass attitude)’ ensures 
lain steps up to Dante, but our man doesn’t sweat it. He casually puts Tanaka. “We expect gamers all over 
f 2 away his twin guns and sword, and fights only with the back of his hand. the world to challenge this cool 
/ — The barrage of slaps doesn’t stop until the boss retreats to a corner, cow- new game with their even cooler 
ering. Yeah, that’s right — now go make Dante a sandwich, sucker. techniques controlling this new 
5 Dante character’ 
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A Dante could leap (and fall) a long 
way in the first game, but unless he 
could run down the building’s face, this 
one might be too much. 


> Variety won’t be a problem: the city 
locales are just part of a diverse game 
world, which will also include these 
vaguely Egyptian-looking ancient ruins. 


The DMC2 crew is keeping his new 
abilities under tight wraps, though, 
revealing only that we can expect 
Dante to have more than just a 
couple extra moves — and that 
they’Il have us just as wowed as the 
first time we saw him “juggle” bad 
guys with his bullets. 

Tanaka can reveal that Dante's 
demon form will be “more fierce 
and more flashy” this time around, 
and that “the game system will be 
modified around it”, promising 
much more than a cosmetic tweak. 


“We won’t make too many changes 
to the combat system,’ he says. 
“However, we will tweak the camera 
placement to make the gameplay 
even more stress-free” 

And what about those oh-so- 
cool weapons? “There will, of 
course, be new weapons, plus a 
couple of weapons will come back 
from the original,’ according to 
Tanaka. “These new weapons will 
add a new dimension to the game- 
play,’ he adds. Using more than two 
weapons simultaneously (beyond 


W The lower city 
has a European look 
to its architecture 
and seems to have 
endured a lot more 
destruction than 
the more modern 
upper city. 


A This shot implies that Dante might be 
able to travel from rooftop to rooftop to 
get around the city — perhaps using his 
super-jump ability from the first game. 


Dante's trademark pistols, “Ebony 
and Ivory”) is still under considera- 
tion, although, as Tanaka reveals: 
“Depending on which weapon you 
use, you will be able to attack more 
than two enemies [at once] this 
time around”. The team also plans 
to let players switch weapons on 
the fly, without the use of a sub- 
menu as in the first game. 

Will the orb system used to 
open doors and purchase items in 
the first game return? “We haven't 
determined yet. Even if we 
incorporate the same feature, we 
will do so in the way so it doesn’t 
hurt the game’s core element of 
being a stylish ‘action’ game” 





This is it: the city 
that provides the 
backdrop for DMC2. 
That giant tower? Five 
icks says it’s the evil 
's lair. 


The game's skyscrapers and 
buildings aren’t just pretty set 
pieces, either — Dante will 
actually be able to fight on top 
of them, although whether he'll 
get to explore any of them 
remains secret (though we'd 
have to guess that you will). 
Also, given Dante's “super 
jump” abilities of the first game, 
we can only hope that DMC2 
has him actually leaping from 
rooftop to rooftop, which could 
introduce a more platformer- 
like slant to the gameplay. 

Can we expect more new 
gameplay styles, too? “We are con- 
sidering all kinds of cool ideas to 
make this game even more stylish” 


As of its world premiere at E3, Devil 
May Cry 2 is only about 30% com- 
plete, but, as you can see, it’s 
already looking incredible. It’s a big- 
ger adventure in every conceivable 
way — and and who knows, maybe 
this time we'll actually get to see 
the devil cry. One thing’s for sure: if 
it all comes together as planned, 
action gamers won't be the ones 
shedding tears this winter. > 


Few 
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SHARK MOUTH 


Zone Restriction: Restricted 
Species: Charcarodonii 
Eyes: Watery 
Hair: Nope 
Sex: At your own risk 
Complexion: Scaly 
Special Abilities: Razor-sharp teeth 
have been known to transform slow 
swimmers into lunch meat 
Weaknesses: chubby human legs 
splashing in the ocean 
4 ALIASES: Chum Breath, Buzz-Kill, Flipper, Finnigan 
BACKGROUND: With an insatiable appetite for killing, Shark Mouth is the most. no! 
| spec. 


of 6 £ the most savage and unpleasant races in the universe. Ironicall 
ves culturally superior, largely based upon their curious enthusiasm for big-budget 


Biggest local success, “Sharks,” is notable, if only for its high body count. 
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PS2 EDUCATION 
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HAS TAUGHT US 


ANYTHING... 


50 Things We’ve Learned 
From Playing Games 





Why do monsters carry cash? Who hides all those keys? And what kind of girl would 
wear garters with her armor? Videogames have their own quirky logic, but if you pay 
attention, you can catch on. Here’s what we've learned after years of mashing buttons... 


attention — that’s why 


1 Items are desperate for 
@ they'll spin, flash, or do 


anything to get you to pick them up. 


Any mission described as 
“routine” is guaranteed to 
@ go horribly wrong. 


If the bad guys would just 
3 remove one platform from 
@ the world, they'd be safe 
from you forever. 





Main characters are master 
4 surgeons — they can repair 
@ any injury with a first-aid kit 
or bag of random herbs. 


No matter what your 
“5 science teacher says, laser 
@ guns and explosions sound 
just as cool in space as they do on 
Earth, despite the vacuum. 


Monsters are cursed to walk 
6 the world with loads of 
@ cash that they can’t ever 
spend or use. 
When an evil martial arts 
7 master is up to no good, the 
@ only way to stop him is to 


hold a fighting tournament. 


Gold coins can buy life — 


$ you just need about a 
@ hundred of them. 
Loading status bars have 
is absolutely no correlation 
@ with how fast the game is 
actually loading — they’re only put 
there to screw with you. 





A cute, talking dog is 
1 0 “kiddy”, but put baggy 
@ pants, a backwards 


baseball cap and some shades on 
that sucker and he’s got “attitude” 


The longer and more 
1 1 punctuated a game title, 
@ the better. Why call it 
“Danger Quest” when you can call it 
“Danger Quest: The Corinthian 


Principles, Episode 1: Escape From 
Neverhorn Lagoon?” 


Somewhere around 
1 4 their mid-teens, young 
@ boys have to leave 


home to go on a great adventure. It’s 
just what kids do. 


Cursing? Fine. 
1 3 Exploding heads? Okay. 
@ Mass murder? No prob. 
Shirtless boobs? Why would anyone 
want that, you sicko? 


“Hollywood production 
14 values” usually means 
@ “lots of waiting around 


through poorly-acted cutscenes” 
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Bathrooms don’t exist 
1 S in videogames, so 
@ therefore, one can 


surmise that videogame characters 
never have to pee. 


When you get hired on 
T 6 at an evil fortress, you 
@ must have to undergo 


long and strenuous “what switch 
does what” and “where the hidden 
keys are” training. 


You should always make 
1 7 sure that hot anime 
@ chick isn’t really an 


effeminate-looking guy before you 
make lewd comments. 


The further away from 
1 8 home you travel, the 
@ more dangerous the 


monsters become. 


Bad guys are inbred. 
1 G From the “ew, gross” 
@ category, have you ever 


noticed that Street Thug #1 in the 
red vest looks an awful lot like the 
red-vested Street Thug #2? 


If you want medicine 
2 0 for a sick village girl, 
@ it'll end up costing you 
a butterfly net, one spell book, an 


antique lamp, and a rare space egg 
to get it. 


Girls must secretly 
21 enjoy the extra 
® attention that they get 


when they’re captured — it’s the 
only explanation. 


Guys holding giant 
2 2 honkin’ shields in front 
@ of them never protect 
their asses. 
The best way to get a 
2 3 girl to like you in an 
@ RPGis to ignore her 
for 70 straight hours of gameplay. 
When a game maker 
24 uses the term “wise- 
@ cracking”, what they 
really mean is “annoying: 
The player character is 
2 5 always right, even if 
@ he's spraying graffiti, 
smashing up cars, or killing loads of 
people — it’s everybody else who’s 
in the wrong. 
While men are always 
2 6 the stronger of the 
@ two sexes, women are 


much faster, and can often throw tiny 
daggers with pinpoint accuracy. 


If things are just a little 
2 j too quiet and then the 
@ music suddenly speeds 


up and gets louder, then buddy, get 
the hell out of there. 


- Special Forces soldiers 
> can’t afford their own 
@ weapons, but it’s 


never a problem to just find hi-tech 
gear lying around during the mission. 


You must have the 
2 ©) option to turn blood 
®@ and gore off (although 


no one ever does). 


PSe EDUCATION 


JOE, 

YOU TAKE HIM 
FIRST. MIKE, YOU'RE 
SECOND, AND IF HE'S 

STILL STANDING, 

Z'LL GIVE IMA 


SHOT. 





Eating random meat 
found on the ground is 


3 0 @ perfectly acceptable. 


All those level bosses 

3 1 you beat weren't really 
@ trying, ‘cause they 

planned to just get together and 


beat your ass at the end of the 
game, anyway. 


Game characters all 
3 2 suffer from either 
@ xenophobia, klepto- 


mania or obsessive hoarding 
syndrome. 


Everything has a 
3 3 purpose in life — if 
@ you see an item, pick 


it up. That piece of used gum could 
be the key to saving the universe. 


Bad guys are fearless. 
34 They'll watch you 
@ trounce a dozen of their 


buddies without breaking a sweat, and 
they'll still charge in after you. 


If you mess up a 
3 puzzle, just exit the 
@ room. When you 


return, the Puzzle Fairies will have 
put everything back the way it was 
so you can try again. 


Don’t ask where the 
3 6 character can store 
@ four types of guns, a 


giant sword, four moon orbs and a 
raft. Really, you don’t want to know. 


That monster isn’t 
3 i dead until the 
@ music stops. 


You may have won ten 
3 $ straight races in a row, 
@ but buddy, you're still 
starting the next one dead last. 


If the game keeps 
3 Q focusing on what a 
@ friend somebody is to 


you, watch your back — they’re sure 
to turn evil on you. 


A game character can 
40 get by on one set of 
@ clothes because he 
never gets them dirty. 
Bad guys don’t hold 
41 grudges — that guard 
@ you sucker-punched 


will go back to patrolling if you just 
leave him alone. 
Need instant comedy? 
4 2 Just stick an afro on 
@ your characters. 


Characters all feel the 


4 3 same thing when they 
@ die — the wild buzzing 


of a DualShock 2 controller. 


Female warriors are 
infinitely better at 
@ defending themselves 
their lack of need for armor (or 
clothes, for that matter). 


10 THINGS YOU'LL NEVER SEE IN A GAME 

















‘save the world’ thing.” 
6. Anugly female character. 


4. Pacifists. 


it to the extreme” 
Scantily-clad men. 


10. A captured princess escape on her own. 

9. The last boss simply say “You killed my entire army... | give up’ 
8. Fighting game characters “talk things out’ 

7. The Chosen One say “Nah, I’m really not up for this whole 


5. An honest-to-goodness “nude code” 


3. The future become a bright, cheerful place. 
2. A skater, snowboarder or biker NOT “take 


-¢ Anude 
code? 
Dream on, 
fanboy! 


than the guys — this is evidenced by 


PENDENT PLAYSTATIC 


Bad guys are 
v4 | 5 generally gentlemen 
@ fighters — they may 


approach you in a group, but they'll 
only attack you one at a time. 





The final boss always 
4 6 underestimates the 
@ player. After you lay a 
quick beating on him though, he'll 
get serious and change to a more 


powerful form — but by that time, 
he’s nearly dead. 


A monster might get a 
4 7 hit in on you, but during 
@ the next few seconds 


while you're intangible, that sucker’s 
toast. 


Shopkeepers are 
4 $ greedy to the point of 
@ stupidity. “Yes, | 


realize that a giant dragon is on its 
way to burn our village down, but | 
still can’t let you have this 
DragonSlayer sword for anything less 
than 5,000 gold” 


You can’t just walk up 
49 to a group of bad guys 
@ and unleash your most 


powerful attack — you gotta beat on 
‘em for awhile first to get yourself 
nice and worked up. 


By the time | sit 
E 0 through countless 
@ opening credit screens 


to start my game, | will hate the 
developers. 
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86> Malice: Kal’s Tale 3 
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66 > Medal Of Honor: Frontline i. 


84> Race Of Champions/Wreckless ba 


Cee. Wed F ie 


82> Terminator/X-Men: Wolverine | 
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PUBLISHER DEVELOPER RELEASE DATE 
a a 


A While the graphics have definitely made the jump to next-generation, it still remains to 
be seen if the gameplay has, as well. Hearing Eidos talk, though, we're certainly hopeful. 


TOMB RAIDER 


THE ANGEL OF DARKNESS 


Is Lara Croft the Angel of Darkness? 


ecently, Eidos held an 
rR event for the press to 
unveil the new Tomb 


Raider sequel. Unfortunately, little was 
revealed overall, but we did manage 
to gather at least a few new juicy bits 
of info, and a good number of quality 
screenshots. As we've mentioned in 
past previews, this next generation 
Tomb Raider is going to be a lot darker 
than the past games and its storyline 
will definitely be far more complex. 
Lara has just returned from a near- 
death experience only to be framed 


for the murder of a very prominent 
person. Now, penniless and with the 
Paris police on her tail, she’s not sure 
who to trust and what to do next. The 
game will really drop the player into a 
truly hopeless situation and see how 
they'll get out of it. You'll be forced to 
take chances and put your life in 
another character’s hands. You'll need 
to look for clues and, ironically 
enough, steal in order to discover 
what really is going on and who's 
behind it. 

Currently an entire book’s worth of 


MAX. PLAYERS ESRB RATING nes 
ln 


story has been written, but this first 
adventure only covers the first few 
chapters. Much like in the X-Files 
show, only a few elements of the 
overall plot will be revealed. 
Characters you meet in this game 
may not be in the next one, but 
then show up in the sequel after 
that. And how you treat them 
now will influence how they 
react to you later on. 
Everything you do now will 
have repercussions in the 
future, just like in real life. 


— 
~ 
a 
cod 


a 
=~, 
vi 
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¥ Lara uses moves taken almost directly from Metal Gear Solid 2 to stealthily approach and take out the unsuspecting guard. Snake’s got nothing on Lara! 


Right now, there are currently four 
Lara Croft adventures slated for the 
PS2, with a new one to be released at 
the end of each year. Now, however, 
before you start complaining about 
this annual schedule (which arguably 
hampered the quality of the PSone 


While Lara has never had any 
qualms about killing her 
enemies, she’s never really 


been one to do it so malicious- 
ly. In this new game, she treats 
sneaking up to guards and 


titles), there’s one bit of info | need to 
share with you. The same team won't 
be working on all the games so, in 
some regards, it somewhat resembles 
what Square does with the Final 
Fantasy series. While one team is 
working on one title, the second team 


is working on the next sequel. So, 
in actuality, each game has roughly 
two years of development time 
instead of one. 

Obviously, we can’t guarantee the 
quality of the games yet, but if Core 
can’t develop a Tomb Raider sequel in 


“Tomb Raider is going to be a lot darker than the past games 
and its storyline will definitely be far more complex” 


PSM BREAKDOW 
: 


i 


(SE. Vea ee Ts 
e | } i | J 
1 


i : 


A lot of attention has 


been spent on the 
lighting in the game in 
order to make sure it 
looks as real as possible. 


Weather effects 
are another thing 
that the game 
engine does really 
well. Can’t you 
just feel the rain? 


Thanks to a more powerful 
console and higher-res textures, 


objects don’t all just seem to 
blend together anymore. 


An up-close look at 
the game in action 


- ed =| aa 


ae lien 
es i 


breaking their necks like it’s 
nothing major. She sure has 
changed a lot. 


¥ 


> Lara has 
definitely 
hit some 
hard 
times, but 
she’s still 
got the 
positive 
attitude. 


HOT ON 
HER TAIL... 


Framed for a crime she didn’t 
commit, Lara is on the run 
from the police and people 
who framed her. And her 
enemies will never let up. 
She’ll truly have to watch her 
back if she hopes to make it 
out of Paris alive. 


iy 
% ‘ 
% \ 


a 


4 


a! 


; j 
| 
} 


A It’s best to take out your enemies from 
a distance, so you can reduce the chance 
of death or something even worse. 


¥ These bad guys tend to show up a lot. 
yi Be 5 
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ENDLESS DANGERS 


While there isn’t as much actual “tomb raiding” here as there was 
in past games, that doesn’t mean that Lara’s going to be out of 
danger. There are still plenty of traps to fall into and people trying 
to kill her. She’ll never be safe, not even for a moment. 


A From deadly traps to malicious pursuers, Lara will have to overcome a lot to succeed. 


two years that at least features some 
new and innovative elements then 
there's simply no hope for them. At 
least for right now, though, they 
certainly have our attention. This next 
title could very well be a rebirth to the 
series or it could be that final nail in 
Lara's coffin. Obviously, we're hoping 
for the former but only time will tell. 
>Stephen Frost 


While the PSone sequels introduced little 
in innovation or originality, this PS2 
version looks to revive the series. 


Meritt itititiiiil 


¥ It seems like everyone wants to find 
Lara and then do bad things to her. 


i 
acne a 
4 “I'm singing in the rain... just singing in the rain. What a glorious feeling, I'm happy again” 


ell 
A Now, I'll show you my crouching tiger. 


A Realistic lighting effects were crucial in order 
to make the world of Lara Croft seem alive. 


A Unlike past games, a majority of this sequel isn’t spend down in dimly-lit tombs. Lara will 
actually get to explore Paris from the surface. We can’t wait to see what it looks like. 
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HISTORY IS IN YOUR HANDS. 
DON’T SCREW IT UP. 





MEW OF COURREE 


IT’S WWII ALL OVER AGAIN. 


Blood 
Violence PlayStation. 
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PUBLISHER DEVELOPER RELEASE DATE 
|S FREE RADICAL | SEPTENGER | 


> Different 
characters wield 
different weapons, 
depending on 
what time 

period 

they’re 

doing 

battle in. 


— 


e first previewed this 
: sequel to Eidos’ excellent 
launch fps back in issue 


50, but it definitely deserves a second 
look. While the original offered solid 
multiplayer action and a brisk 
framerate, this looks to be a much 
better game all the way around. 

As in the first game, the setting 
varies wildly from level to level. In 


MAX. PLAYERS ESRB RATING : 
[irs Nias Na nee a ee 


A You can see his face, but he’ll never see 
the bullet coming... 


4 The graphics are greatly enhanced this time around, with more detail in the levels and 
higher-poly, more smoothly animated models. The gore looks good, too! 


IMESPLITTERS 2 


Grab your guns - you’re just in time 


addition to a more tradi- 
BH tional 1980's-era 
military installation, 
players will find 
themselves 
blasting through 
dense 
x jungles filled 
with Aztec ruins (and gun-toting 
monkeys), a 1920's city ruled by 
trigger-happy gangsters, an old west 
town, and a futuristic robot factory. 
While the graphic detail in these 
environments (and everything else, for 
that matter) is clearly a step up from 
the original, Free Radical has also 
endeavored to make each location 
more interactive. For example, the 
robot factory will feature mobile gun 


when joined with smarter Al, more 
realistic physics, and a deeper plot — 
yes, there appears to actually be one 
this time around. 

The story begins in the future, 


turrets that you can control, either 
using them to shoot enemies or to 
bash through barriers. Options like 
this should create a much deeper 
single-player experience, especially 


CHOOSE YOUR WEAPON 


Your weapons will vary depending upon the time period you 
occupy. Hence, old west = revolver, and future = wicked ray gun. 
* “an 


ap 


A Some levels feature usable gun turrets. _ It’s not an FPS if it doesn’t have a sniper rifle. 
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where beings called the timesplitters 
accom AND IN THIS CORNER 


continuum to travel all through human ; 
TimeSplitters 2 features a wide range of enemies, from zombies and 


history, causing trouble wherever they k : 
go. As a space marine, your job is to soldiers to a huge, mechanized boss who wields more blades than a 
Swiss army knife. 


chase them down and close the rift. 
Interestingly, every time you warp into 
a new time zone, you do a Quantum 
Leap-style takeover of someone living NASER... Oh 
; ‘ A Well, well. These guys just dropped in 
in that period. Thus, you may be a for lunch. They look mighty hungry. Seems 
feisty female security guard one . 
minute, only to become a grizzled 
gunslinger the next. Whether different 
characters will wield different abilities 
is not yet clear, but it would make 
perfect sense to us. 
All said, the only bad thing about 
TimeSplitters 2 appears to be the fact 
that we non-time travelling types have 
to wait just a bit longer for the final RR Talk ace riece Nk tae aay utties . 
version of the game. There are some shooting games feature a cathedral, let 
great shooters out there (Medal of alone a Harlequin. 
Honor: Frontline, for example), but this 
looks well prepared to face off against 


any of them. With more interactive locations, better 
Eri ‘a character Al, more realistic physics, and a 
> Eric Bratcher deeper plot, what's not to like? 





























A Your opponents in TimeSplitters 2 are a disparate bunch. In what other game can you 
fight flesh-eating zombies, quick gunslingers and giant robots? 


THE REAL 
WORLD 


There are numerous interactive 
elements in each world, ranging 


= ag | BRE ny qi) OW pegs ret from the ever-present destructi- 
ae " > ble crate to pool balls that 
» ¢ q ; , : : 


move individually when shot. 







“There are some great shooters out there... but this looks well 
prepared to face off against any of them” 





























Environments are 
| far more complex 

| than before, and 

| feature greater 


| textural detail. *t 


| This is the single player 

| mode, but you can also 

| choose two-player co-op in 

| story mode, or enjoy iLink- 

tt " | enabled split-screen multiplay 
. F ‘ with up to 16 players. 





AY While the on-screen explosions have 
an almost real-life force, we wonder what 
it would be like to play pool with bullets... 






Enemy Al is greatly 

increased, although it 

} looks like this sucka is still | 
>) pretty much doomed. [ares ‘ 

awl elie Pee tf 








There’s a wide 
selection of new 

=| weapons, as well as 
enhanced versions 

of old favorites. 
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| Whether it’s pinpoint accuracy 
| or carpet-bomb destruction —_—| 
| you want, Tribes 2 has a gun or 
| heavily-armed vehicle for you. | 





2“ ~  Aless unlikely prospect 
rea “a thanit may have been 








ony remains committed to —_ contemplate, but stranger things have _nating strategy among your team, or turret guns, while others go on 
ay bringing Tribes 2 to happened, and with Sony’s online since lone wolves will be slaughtered offense as snipers or shock troops, 

PlayStation 2, and in its strategy starting to jell, maybe there’s by more focused and organized and still others act as firemen to fix 
favor, the latest shots of the famous hope for this after all. opponents. A huge arsenal of base equipment. A logistical system 
PC shooter do the original more Tribes is built around first-person weaponry and equipment lends itself makes attacking and defending 
justice than early versions. Playing this | combat between clans of power- to many specialties — some players support equipment as important as 
on a console is a tough prospect to armored soldiers. The key is coordi- concentrate on defense with artillery capturing the flag. 


That was all well and good on the 
PC, and it could be the same on PS2, 
but control is still a question mark. 
Combat often takes place at long 
range, which demands considerable 
precision, and even movement is 
tough — each character has a jetpack, 
which allows for massive leaps, but 
also proves difficult for beginners. 
Developer Inevitable has tidied up the 
graphics considerably, so we'll expect 
good news as Sony reveals more on its 
online games. 



















> David Smith 


It’s still arguable that this project has 
some fundamental flaws — hopefully 
Sony can prove us wrong. 
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Think you got w 
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“Fully interactive and destructible anvironments— 
_If you can shoot it, you can hit it. : 


Violence 












Supports 
Ught-Gun 
Poriphorals, 
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nly a scant few mo ths 
away from its release, 
Frontline is shaping up to 
be one fine game. EA was nice 
enough to send a playable version for 
us to play and it certainly impressed. 
While obviously still a little rough 
around the edges, the build we had 
access to did have a large variety 
of missions, most of which could 
be completed. 
Of those missions, one of my 
favorites was “Into the Breach”, which 
has you storming Normandy Beach 





with an entire platoon of troops. 
Straight out of Saving Private 
Ryan, you have to make your 
way up the sand while dodging 
enemy fire. It’s quite nerve- 
wracking to see your fellow 
soldiers being gunned 
down as you race to find 
some semblance of shelter. By the 
end of it all, | was actually sweating 
and felt exhausted. No game has 
really ever done that to me before. 
Going through some other 
missions, | really noticed how intelli- 
gently the enemy troops would react 
to whatever | was doing. Granted, the 
game wasn’t completely balanced yet, 
but their responses were still impres- 


(Ps) ERCENTCOMPLeTE| | || 





Hands-on with the eagerly anticipated FPS 


sive. When | shot or ran at them, they 
would actually move to areas that had 
more cover or direct each other to 
surround me. | always had to watch 


STORMING 




















my back because | would never know 
where the next attack would come 
from. Talk about suspenseful 
gameplay! Kinda like being there! 






Brought over from the PC iteration of | 
the series, “Into the Breach” is one of 


THE BEACH the best missions in the game. | 
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COME QUIETLY 
OR ELSE 


As you will soon find out, 
some of the enemy soldiers 


The Medal Of Honor series has will give up easily. Others will 
always been a favorite of mine, so | fight to the death. 


was glad to see that this PS2 sequel is 
looking to live up to the quality of the 
previous titles. | was genuinely 
impressed by the sheer number of 
cool moments that the game had to 
offer. Players are seriously going to be 
in awe when they get their hands on 
this sucker. | certainly can’t wait to get 
a final version in so that | can review 
it. Here’s hoping that will happen in 
time for the next issue. 

> Stephen Frost 


the BUZZ 


The Medal of Honor series has yet to dis- 
appoint, so I’m definitely getting my 
hopes up for this PS2 sequel. 








A “Uh... we found these guns” 









BREAKDOWN tie ganein action 


: The enemy soldiers do a 
5) good job of hiding from you, 
©) | so don’t even blink for a 
minute. Otherwise, you might 
) | never open your eyes again. 






























WwW TUROX. COM 






¥ The compass is very useful because it 
shows how much health you have left 
and es direction of your next Rs 








i 









> The weapons that you’ll have 
| access to definitely look 
| authentic and sound accurate, 
too. You really have to get used 
{tot the Teloading times, though. 


Visit www.esrb.org 
or call 1-800-771-3772 


for more info. 
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CAPCOM WINTER RACING TEA 


AUTO MODELLISTA 








DEVELOPER 
(CAPCOM 


| ESRB RATING 
| everyone 











n first exposure, Auto 

Modellista inspires at least 

a triple-take. First, “oh, a 
cel-shaded racing game” Second, “a 
cel-shaded racing game?” Third, “a 
cel-shaded racing game from 


Capcom?” But it’s real, it’s beautiful, 
and it’s coming to the USA, hopefully 
with online play intact. 

Auto Modellista takes the street 
racing of Shutokou Battle and jazzes it 
up with super-sharp toon-shaded 


graphics. Unusual effects add the 
icing, including manga-inspired real- 
time speed lines and puffs of cartoon 
smoke from screeching tires. You can 
add effects or touch them up in VJ 
Mode, an editing system for original 
replay movies. 

Each car bears the license of one 
of Japan’s big auto manufacturers, 
filling the garage with import favorites 
like the Fairlady Z, Skyline GT-R, 
Mazda RX-7, and Toyota Supra. None 
of them stay stock for long, since one 
of Auto Modellista’s key features is the 
ability to personalize your car. Tuning 
shops include new colors and decals 
on top of performance upgrades, and 
in Japan at least, racers can display 
their cars online. Capcom plans to 
create a racing network featuring 
chats, competitions, and download- 
able features with the PS2 hard drive. 

Will the online features come to 
America intact? That’s a tentative yes, 
although details should remain hazy 





























Rx-7 


x 2000 Hen 


¢ x 


#4 whi 
4 Check out the speed lines. You can’t help but adore 
the speed lines. Don’t they look impressive? 
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until E3. Let’s hope that this project 
lives up to its potential, because we 
haven't been this excited about a 
racing game since G73. 

> David Smith 


This title has looked great since its first 
showing in Tokyo. Just cross your fingers 
for net play. 


MINI-CAR 
MUSCLE 


Of the sweet RX-7, the smooth 
Nissan Z, and the Daihatsu 
Move... guess which of these 
doesn’t belong? 

















¥ VJ mode lets you take your replays and add 
your own effects. You can 


be the direct 
= é 














- M lystertous Pyramids. © 
| Glorious Victoria Falls. 
Herds of Peaceful Giraffes. 


THeHowl of A TVEBOCHAKCEK. 
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Tne snduranes of rally driving, Tile rush OF erence eine, eee 
trou 19 cuyyad eiremies sodnniny te Deine Gone 
in offierally feansadl yanieles, Gonqusr rill linus ane 
Dijlar Uniqua efellanges 43 You ueess Varied Copeain 
Please, tread lignely, 


GLOBAL FOURING CHALLENGE 





The Ultimate Rally Race 


EVERYONE 


j Visit www.esrb.org or i Ep 
call 1-800-771-3772 . Uo tas Pd 
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PUBLISHER DEVELOPER RELEASE DATE 
_ ES 


4 While we didn’t know that beetles could get this large, we're not surprised that they are 
in this game. it seems like every boss is several times larger than our feline friend. 
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TY THE TASMANIANEIGE 


EA goes down under to unveil a rather uniquejhe herogs 


ight off the bat, the 
rR .PlayStation 2 has become 
home to some very 


memorable platformers, namely 
Naughty Dog's Jak and Daxter and 


& Ty is one of those classic heroes. He’s 
both wild and amazingly charismatic. 


Capcom's Maximo. Not only were 
these games great fun to play, but 
they also showed off the power of 
Sony's console. It was definitely a 
great year for fans of the genre, but it 
was only the beginning. Now, as we 
approach another holiday season, the 
number of action/platform titles that 
are scheduled to be released is quite 
impressive. We count at least 7-8 by 
the end of the year and there are 
probably even more. One of the more 
interesting titles focuses on a rather 
unique, boomerang-wielding tiger 
who just happens who live way out in 
the Australian Outback. 

Believing that all of his relatives 
had died long ago, Ty the Tasmanian 
Tiger had always thought that he was 


the last of his kind. However, 
during a chance encounter 
with a mystical elder, it 

was revealed that all 

of his fellow Tigers 


Not all of the animals you come across will be bad. Some will 
actually help you or give you advice on the areas ahead. 


4 This is the Hugh Hefner of Australia. 
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4 
A Maurie the bird gives good advice. Listen. 





MEET THE 
FRILL 
LIZARDS... 


One of the more colorful 
enemies that Ty will encounter 
are the Frill Lizards. They’re 
pretty weak but still like to 
taunt you any chance they can 
get. They have attitude too :-) 


AY While these guys will definitely talk 
the talk, they aren't that powerful and like 
to am bd whenever they can. 


Fey 


were indeed alive, but unfortunately 
trapped in another world; a world 
called Dreamtime. So, in order to free 
them, our furry hero will have to travel 
through the Outback, collecting five 
stolen talismans that will open the 
portal to Dreamtime. 

Similar to several of the top-tier 
platformers out there, 7y will feature 
rather large environments that will 
encourage the player to take time and 
explore. Through such diverse 
locations as deserts, rainforests, snowy 
mountains and barrier reefs, our 
fearless tiger will have to battle a 


SUPER TIGER 


Unlike real tigers, Ty seems to have 
mysteriously gained numerous 
abilities that are a bit out of the 
ordinary. Who knows? Maybe he 
was exposed to a radioactive rock 
or something. Anyway, he will need 
them all in order to make his way 
through the Outback. 


‘PSM BREAKDOW 


Be ao 
> In designing the 
environments, the 
developers really 
wanted them to be 
quite large and 
open. There will be 


‘| explore and secrets |» 
to discover. 


> All the animal 
designs are quite 

>| humorous and 
colorful. This Frill 
Lizard is a perfect 
example of that. 


20 °5\071 
PREVIEWS «: 


An up-close look at 
the gamle in action 


4 Ty only starts 
out with one type 
of boomerang, 
but will find other 
special types later 
on. He can even 
glide using two of 
them together. 


“With Ty already looking quite fun, we just hope that EA 
decides to release other filles i inthe genre” 


myriad of animal opponents and evil 
bosses indigenous to those areas. In 
all, players can expect to see over 50 
different characters during their 
adventures. And, in an interesting 
twist, Ty just doesn't rely on his teeth 
and claws for attacks. He's also an 
expert at boomerang tossing, which 
includes special fire and ice 
boomerangs. What did you expect 
from an Australian? 

Considering that EA isn’t known 
for its platformers, it’s nice to see the 


company trying to change that image. 


With Ty already looking quite fun, we 
just hope that EA decides to release 


other titles in the genre. That would 
certainly give gamers a great deal to 
look forward to. 

> Stephen Frost 


a 
we, a 
A 


b : ‘\ “Ny Hf 
A The environments are extremely large 
-and wide open. There are going to be a 
ton of places to travel to and explore. 





the BUZZ | 


For platform fans, it will be interesting to 
see what Electronic Arts can do with the 
genre. Let’s hope they innovate a bit. 





& You'll come across a large assortment of | 
animals that make their home in Australi 
‘Even the developers. are located there 





A The different worlds in this game will challenge your mastery of all of Ty’s abilities, including everything from gliding to swimming to boomerang 
tossing. He’s also quite good at running. We're just surprised that he doesn’t also play the didgeridoo... “Waltzing Matilda”, anyone? 
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DINO STALKE 


Take aim at some bad-ass dinosaurs 





“| #OF PLAYERS 








ooking back over the past 
LE year or so, it seems that 
only Namco really cared 


about lightgun game fans. Most other 
developers left the genre for dead. 
However, it looks like things are finally 





a aye 


| DEVELOPER 
} : 








") RELEASE DATE 



















starting to look up in’ 2002. 
Even Capcom is planning to 
release a game that supports 
the GunCon 2. 

While similar to Resident Evil 
Survivor, Dino Stalker will feature 


TYPE [OF PLAYERS 





== PERCENT COMPLETE | 


three major differences. First off, you'll 
actually be able to use a lightgun and, 
secondly, the storyline is actually 
written by Flagship, the same division 
who wrote Onimusha and several of 
the RE adventures. So, what’s the 
third difference, you ask? 
Well, instead of shooting 
undead zombies, you're 
after some ferocious 
dinosaurs who only 
live to eat you. 


Dino Stalker 
— will feature a 
) é cool gun- 
ead} SWitching 
tex! system that 
allows you to 


rotate between 
your machine 
gun (for short-range 


| PERCENT COMPLETE 





shots) and sniper rifle for those 
distant baddies. Whatever you're 
doing this Fall, keep your sights on 
this game. 

> Stephen Frost 


the BUZZ 


Why shoot boring, old, undead zombies, 
when you can take your chances in the 
jungle with huge, flesh-eating dinos? 





biiiiiids 











Sega's first college football 
outing on PS2 is looking good 





espite some minor 
a) hiccups, Sega came out 
strong with its 2002 


sports line. This is especially impres- 
sive when you consider that the PS2 
is notoriously complex to develop for 
and that these were the company’s 
first games on the system. Now Sega 
is hoping to take on Electronic Arts in 
a big way. And college football is just 
the beginning. 

This year’s title is going to feature 
a bevy of new features and options 





which should, hopefully, give college 
fans something to cheer for. The 
expected refinements to the graphics 
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and player animations are here, but 
those aren’t the only things to get 
excited about. The Legacy Mode is 
back in a major way and showcases 
some new enhancements — there 
are now well over 100 stadiums to 
play in! You'll also be able to win your 
way through 25 official bow! games, 
such as the Rose Bowl and the 2003 


BCS Championship Fiesta Bowl. 
Huddle up... this ball hits in the fall. 
> Stephen Frost 


the BUZZ 


With a ton of new features and options, 
plus refinements in the graphics and ani- 
mations, Sega looks to score big. 








 HOT-HEADED. COLD BLOODED........ oo 





+ Ultra bad boiintiy hunting mafareycle 


weserraiats pet 








- Cutting-edge stealth action 


“Third and first person cold blooded gameplay 








Meet Jack Wade. He's just woken up from a coma to discover he's missing most of his life - his memories. identity..even his mind. 
Now he must embark on a quest filled with mystery, murder and carnage in search of himself. 
Along the way he will confront ruthless killers. serpentine plots and his own enigmatic past. 


wwe HEADHUNTER. 


“Headhunter is already looking like it has what if takes fo stand in the Same place a5 Syphon Filter or Metal Gear Solid.” - OFM, January 2002 


a PlayStations /Alaim’ 


© www.acclaim.com 
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BAM | FALL ee 


The Rat Pack versus dragons? 


top us if you’ve heard this one: fire-breathing 
aj dragons rule the U.S. and a team of rebels in 

heavily-armed jeeps have to free the human race 
from their reptilian oppressors. Believe it or not, that premise is — 
being made into a movie, and that movie is being made into a PS2 ~) 
game later this year. The game has one edge on the flick, though = 
— players can fight as the human rebels, or cook them from the 
sky as a fiery dragon. 

Kuju Entertainment still has a while to go on the game, but 
multiple vehicles and weapons are a definite, and that’s just for the 
human side. Early screens show off a solid engine, including nice 
pyrotechnic effects and an effectively grim pall cast over the future 
world. As neat as theJackal-esque 
jeeps may be, though, we'd like to see 
some dragons, too. Hopefully those will 
be forthcoming soon. 

> David Smith 
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the BUZZ 


Kuju’s track record is so varied that it’s 
hard to say whether or not this title will 


be a hit, but it’s a killer high concept. A Kugu's ready to deliven fires 


spades. It’s time to rock and roll! 
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j | ojo and company may more than 50 volumes. It’s even gameplay is simple, based on analog 
{ a] look bizarre to American become a generational saga, which is __—_ controls that produce powerful 
‘ eyes, but they’re ubiqui- why the characters in this game bear attacks with basic motions. A host of 
tous in Japan, where the Jojo’s no resemblance to those in Capcom's _ characters livens things up, with 
Bizarre Adventure comic has run 2D Jojo fighter — the 3D, cel- several levels featuring a different 





shaded action adventure coming to heroes and STANDs. Too weird for 
PS2 stars the children of the previous you? No problem — more to go 
game's cast. around for the rest of us. 

The gimmick remains the same, > David Smith 


though. Each character possesses a the BUZZ 

spirit alter ego called a STAND, most e 

of which happen to be named after The comic book is a freak and a half, and 
; 7 if nothing else, the game captures that 

bizarre classic rock references. If the iivie'nerfectly: 

visuals are out of this world, the 











A Some great emotion comes through the cel-shaded characters. 
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Sony’s new hero battles against the adventure game norm 


| 

Pet 
faa 
ieee 


[REVOLUTIONARY [i 
‘WARRIOR | 


| unlike anything else on PS2 — 
| each enemy is assigned a 
| button, and there are lots of 








The game’s combat system is 





situation-specific moves, too. 


ie | i 





reated by Sony’s new San 
Diego studio, The Mark Of 
Kri hopes to make its, 
well, mark on the action-adventure 
genre with a combat system that’s 
unlike anything seen before. 

By moving the right analog stick, 
players will be able to lock onto 
multiple enemies, who are then 
assigned a button — either X, circle, 
triangle, or square. Then, action- 
movie-style melees will unfold, where, 
for instance, you can lunge at the guy 
in front of you, no-look stab the guy 
coming up behind you, then quickly 
slash enemies to your sides. It will also 
be possible to execute multi-button 
combo attacks when fighting fewer 
than four enemies. Decapitations and 
arterial spray will be copious — and 
suitably gruesome — with visuals 
headed up by feature film animators. 

The Conan-like hero, Rau, will be 
aided by his spirit guide, Kuzo — 
another innovative element. The bird 


of prey be able to fly ahead of Rau to 
scope out enemies (some of which 
have horns to alert others), as well as 
distract them. When not using his 
sword, bow, spear, or axe, Rau will be 
able to stealth kill and even disarm 
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foes, turning their own weapons 
against them. 

If it sounds different, it is — and 
with a release set for this summer, it’s 
coming up soon. More next issue! 

> Randy Nelson 


the BUZZ 


The innovative combat system has us 
excited — hopefully, it’ll stay fresh for the 
entire game. 
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Mark ye well the olde school 


t began: “Defend the 
planet. Protect men. All 
men revived after five 
racks.” And that’s it. Defender was a 
product of a simpler time, so much so 
that its addition of multiple enemy 
types and planet defense was 
actually a revolution in gameplay. 
Now it’s ridiculously simple. “Simple” 
can still mean “fun, though, and 
that’s the idea behind Midway's next- 








A Defending this base should be a treat. 





generation revival. several environments, including 

The choice of developer is odd — deserts, frozen planets, and future 
7 Studios, who've been working on cities. You still catch the humans the 
Legion for ages — but early movies same way, as they fall from destroyed 


show off a beautiful 3D revival. Nasty captors. Best of all, the lone fighter 
aliens threaten innocent humanoids in _ craft finally has more than just a 
vanilla laser to zap the bad guys. 
Homing missiles and other toys should 


liven up the business o fend-i 
It’s a remake of a classic game that we all P sin # Defend Ing 


loved to death. Sounds awesome. We plenty later this year. 
can't wait to start to “protect men...” > David Smith 





4 Lock on and light ‘em up with a new tracking missile weapons system. 
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BLACK & BRUISED | 


Can Majesco deliver the PS2’s Punchout? 













ince the days of the NES Rumble series came close, but was feature all the bells and whistles that 

and SNES, riobody has lacking the charm and comedy that boxing fans expect to find. Training, 

really been able to the Mike Tyson-endorsed titles had. Championship and Two-Player modes 
capture the look and feel of the Now, finally, a relatively unknown are all here, as well as a survival 
Punchout games. Midway’s Ready 2 developer has stepped into the ring feature that sends fighters after you 


and plans to release a boxing game until you can’t knock them out 

that may very well ring some bells anymore. Lace up those gloves, 

with you nostalgic gamers out there. because the bell rings this fall. 
Featuring 18 unique-looking char- > Stephen Frost 


acters and rings, Black & Bruised 
utilizes a cel-shading technique that 
gives the game a rather Disney-esque We've been waiting forever to see a new 
appearance. While somewhat like an Punchout-type title. Maybe this could be 
interactive cartoon, the game will still [bidiiabsonls  se 





jp Ae . = po 
4 The huge number of facial animations really makes you feel the impact of the punch. 


A You can switch the view between first- and third-person, depending on your preference. 
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“The fighting is deep 
EVaremmaliedalaam-telesiel (ia-rame SN 
- ign.com m4 






“Every play is totally different: as close ‘ oS 
to an “interactive movie" as you could ~~ *. 


hope to get.” - GamePro 


WAY OF THE 





Stunning 3D combat lets you Master 40 different swords 
(ol-tolfel-madnl-melel cexelini- mel! Yate m-a0leMitelaleiare| 
the adventure. techniques. 


SEE THE GAME AT 
NAAN erctanealelamerey an] 
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4 With the amount of attention spent on the character and background designs, it will be 


PREVIEWS 





ei 


hard for this game not to end up being good. It’s all about the little details. 





> Arguably more 
evil than even 
Shang Tsung, 

Quan Chi returns to 


Mortal Kombat with — 


greater powers. 





MORTAL KOMBAT: 


Can Midway resurrect the Mortal Kombat series from the dead? 


t seems this is the year of 
the fighting game. Virtua 
Fighter 4 has already come 


~ and impressed. Tekken 4 should be out 


shortly and Sou! Calibur 2 is shaping 
up rather nicely. Those three alone 
should be enough to satisfy any fan 


looking to make a 
major comeback on 
the PS2. Seemingly out 
> of nowhere, Mortal Kombat 
"is rising from the dead and 
looking to impress a whole new 
generation of gamers. 
Since the release of Mortal Kombat 
3, the series has slowly dropped out 
of popularity, with other fighting 


RELEASE DATE MAX. PLAYERS ESRB RATING 
aac [a CC a 


games quietly replacing it. Mortal 
Kombat 4 didn’t really leave a mark, 
due to its outdated fighting system 
and fairly average graphics. And MK 
Mythologies and Special Forces didn’t 
really do much for the series either. In 
fact, we dare say that those two titles 
really hurt the MK name. Not wanting 
to have the same thing happen 
again, Midway is working dili- 
gently to make sure this official 
sequel makes a major impact on 
the genre and fighting fans 
everywhere. Fortunately, while 
lacking half of the creative team 
responsible for the original titles 
(John Tobias is M.I.A. but Ed 
Boon is still here), this latest 
incarnation of the series is 


A Juggling in the air returns in this latest MK. 








Pi 





DEADLY 
ALLIANCE 






already looking to push the genre in a 
slightly new direction and, surprisingly 
enough, innovate a bit. 

While inspired by many of the 
more-popular fighting games out 
there, Ed Boon really forced his team 
to come up with new and creative 
ideas that would help to separate 
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Deadly Alliance from the Tekkens and 
Virtua Fighters. However, ironically, 
what came out of that brainstorming 
was a title that has less to do with the 
magical world of projectiles and tele- 
porting and more to do with hand-to- 
hand and weapon-based combat. 

Boon decided to allow all of the 
characters in DA to use multiple 
fighting forms. However, switching 
between them will be both quick and 
intuitive, something fans aren't really 
used to. The beauty of this switching 
system is that it allows the gamer 
more creativity in creating combos 
and, generally, more freedom in 
choosing how they would like to fight. 
Imagine the possibilities of starting to 
attack in one form, say Taekwondo 
(which focuses on kicks) and following 
through with another form, such as 
Karate (which focuses on punches). 

As far as the fatalities go, you can 
expect to see completely new ones 
for each of the characters. There 
won't be any rehashes here. And don’t 
expect to see any of the other cheesy 
-alities, either, because they're gone. 
Boon wanted to stick more to the 
game's original roots and remove 
anything that watered down the 
Mortal Kombat experience. 

The greatest news, however, is that 
fact that this latest MK has been 
created specifically for consoles and 
won't make any sort of the appear- 
ance in the arcades. That means that 


Y¥ Blood, blood and more 

blood. Mortal Kombat pretty 
much set the new standard for 
videogame violence and 

nobody has even come close.. + 


> We like most of the 
new character 
designs, but Jax’s 
beret has just got to 
go. It's ‘SSO ‘So ‘80s. 


PSM BREAKDOW 


EVER... 


One couldn't consider this a true 
Mortal Kombat game unless the 
blood ran freely. Any major 
attack will result in a massive 


| pool of blood flying through the 
| air in every direction. 


An up-close look at 
the game in action 


4 Some of the 
characters, like 
Scorpion, carry 
weapons as part of 
their uniforms. They /3% 


‘| can also use them 


during the battle. 





Along with a strong cast of returning characters, Deadly 
Alliance will also showcase a large variety of newcomers. 
Here are some of the characters that ue get to play as. 
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4 The eternal fight between Subzero and 
Scorpion returns again, Who will win? 


a larger emphasis can be put on the 
single-player modes and overall 
longevity. Additional modes will be 
included, aside from the basic 
practice, versus and survival modes, 
but they haven’t been revealed yet. 
We're hoping that the development 
team takes some cues from Namco 
and includes some new features 
along the line of a Tekken Force or 
quest mode. 

All in all, it seems that the devel- 
opment team is definitely heading in 


the right direction with the right ideas. 


It, now, just boils down to if they can 
get it all implemented in the game 


4 Little details, like the ice on Subzero’s 
hands and arms, really make the game. 


and still have a nice balance between 
the characters. Only 
time will tell. We just 
ask that Boon not 
release the game 
until it’s perfect. After all, 
MK fans have waited this long for a 
sequel... a few more months aren’t 
going to make a difference. 

> Stephen Frost 


While not completely confident , we’re 
definitely hopeful that this new Mortal 
Kombat will help to restore the MK legacy. 


“Seemingly out of nowhere, Mortal 
Kombat is rising from the dead and 
looking to impress a whole new generation of gamers” 


A It looks like the fighting arenas will be quite large, which allows players to move around 
easily without being backed into a wall. There’s going to be a lot more strategy to learn. 


es 


4 a 


4 Midway hasn’t shown any magical 
attacks yet, unfortunately. Soon. 


> It will 

be inter- 
esting to 
see how 
Scorpion’s 
spear works 
in a fully 3D 
fighting 
game. 
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4 Sonya’s back and she’s looking better 
than ever. She's still got the skills, too. 


= — 
[=< BE 
4 | always hated those pesky robot characters, 


SWITCHING 
ATTACKS 


Every character will have at 
least three different fighting 
styles that can be 
+ switched between. 
You'll also be able to 
use specific weapons during 
the fights, but the main 
emphasis of the game is on 
hand-to-hand combat. 


A You can easily switch between fighting 
forms in order to create your own unique 
combination of attacks. 


4 If hand-to-hand isn’t working for you, 
then whip out your weapon and take 
advantage of its extra range. 





"Hackers have cracked into 
| Digimon Online! | 


an aM id hel Pp save the 
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XM EN: You have 48 he ours to kick some ass! cay 
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ctivision just revealed 

this awesome-looking, 

third-person action- 
adventure which, although it’s 
probably a good year from 
release, already looks pretty cool. 
The storyline is written by former 
Wolverine writer Larry Hama, and 
begins with Wolverine getting 
infected with a virus that will kill 
him within 48 hours. This sends 
him searching for an antidote through the Department H lab, where Wolverine 
was originally engineered. 

All of Wolvie's mutant powers are promised to figure into the game, from his 
accelerated healing factor to his tracking abilities. But gamers will probably be 
most excited about simpy unsheathing the claws and laying a good berzerker- 
style beat-down on some bad guys. There should be plenty of opportunity for 
this, too — Activision has already revealed that villainous heavies Juggernaut, 
Wendigo, Magneto, and Sabretooth 
will make appearances in the game, as 
will fellow X-Men, like Beast and 
Professor X. 





It’s always fun to play as Wolverine, and 
this combination of beat-’em-up action 


and a solid story sounds good to us. > Eric Bratcher 
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Back to the future 





: DAWN OF FATE 





his action-packed, third 
person action title 
actually takes place right 
before the first Terminator movie, in 
the alternate future where SkyNet’s 


machines have turned the Earth into 
a smoldering wasteland. We've 
recently spent some time with an 
early build of the game, and were 
pretty pumped up by what we saw. 
The gameplay in 7:DoF is taking 
shape very much like a futuristic Devil 
May Cry, with waves of various termi- 
nation machines taking the place of 
the demonic hordes. There's also a bit 
more interactivity in the environments 
— fuel tanks explode when blasted, 
huge turret guns can be comman- 
deered to lay down the damage, and 
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there were plenty of NPC soldiers 
(including John Connor himself) to 
help you combat the metal menace. 
Graphics and special effects are still 
being added, but there's already some 
nice lighting and a cool motion-blur 
when your character uses his speed- 
enhancing special ability. 

> Eric Bratcher 


the BUZZ 


If this game can deliver solid third person 
action while maintaining the relentless 
pacing of the films, it’ll be a must-play. 














© 


Pure speed. ai 
Pure combat. Pure action. 


Global warming threatens life on earth. Frozen regions of Siberia have melted, 
submerging entire countries. As part of an elite group of pilots assembled by the 
World Alliance, your mission ‘is to take out the World Order Reorganization Front, an 


organization that exploits natural disasters for its own benefit. Prepare for ae 











Experience G-Force Choose from 4 views: cockpit, Engage multiple enemies in a 
using the controller. cockpit without meter, small and large. variety of death-defying missions. 


a PlayStation.e & : reasons @ Sammy) 


Mild Language 


Entertainment Inc. 


Violence Game & Software © 2001,2002 Asmik Ace Entertainment, Inc. LETHAL SKIES™ is a trademark of Asmik Ace Entertainment, Inc. Published by Sammy Entertainment, Inc. Sammy is a registered Trademark of Sammy 

Corporation. Customer Support by Sammy Entertainment, Inc. F22 Raptor, F-16 Fighting Falcon and C-130 Hercules are Trademarks of Lockheed Martin Corporation used under license to Asmik Ace Entertainment, 
Inc. Licensed for play on the PlayStation® 2 computer entertainment systems with the NTSC U/C designation only. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment, 
Inc. All rights reserved. The ratings icon is a registered trademark of the Interactive Digital Software Association. All other trademarks and trade names are the properties of their respective owners. 





084)-:. 


SELECT oa 


° PREVIEWS 











PUBLISHER 
ACTIVISION 


DEVELOPER RELEASE DATE | TYPE | MAX. PLAYERS ESRB RATING 
CLIMAX GROUP FALL RACING lz = (Ps?) PERCENT COMPLETE 











RACE OF 


CHAMPIONS 


Stealing Colin’s seat? 





evelopment house Climax 

Group recently revealed 

this PS2 rally racing game 
based upon the Michigan Race of 
Champions, which takes place 
annually in the Canary Islands. 
Granted, rally games are typically 
more appealing across the Atlantic in 
the land of tea and crumpets, but this 
looks pretty cool, nonetheless. 

The game will feature 24 licensed 
vehicles from all the usual big names: 
Ford, Audi, Porsche, etc. as well as 30 
real-world drivers (all of whom, of 
course, are near-legendary in rally 
racing circles, but unfamiliar to 


the BUZZ 


U.S. gamers still aren’t thrilled about rally 
games, but it’s time that changed — this 
could be the catalyst. 








ignorant Americans like us). This 
authenticity will also extend to the 
game's 12 stages, which will range 
through terrain from desert to 
mountains and at least one of which 
will be a detailed reproduction of an 
actual course raced by pros, like 
Germany's Armin Schwartz and Didier 
Auriol of France (see — we told you 
you wouldn't have heard of them). 

> Eric Bratcher 





{A This looks like the PSM parking lot. 



















nee 


A Rates aren’t actually run feat iene there’s a two lane track in Race of Champions. 
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| torevinc [2 


(P32) PERCENT COMPLETE [ 
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WRECKLESS: THE YAKUZA MISSIONS 


Stay off the sidewalk 





he graphics of this 
mission-based driving 
game have been stripped 
down a bit from the Xbox version 
(although they should get much 





A The PS2 version will have more missions, 2 player support, and more cars. 


better than in these screens — the 
game's only pre-Alpha), but the 
bombastic action is here in full force. 
The game’s major selling point is a 
sophisticated physics engine that 
enables nearly every object onscreen 
to react realistically when you collide 
with it. Each mission in Wreckless has 
a basic objective, like ramming 
Yakuza cars until they break down or 
demolishing dim-sum stands, but 
these are basically just excuses for 
barrelling around town at top speed, 
jumping over, smashing through, or 


56 cain i 


simply running down anything and 
everything in sight — really fun. 

The PS2 version will also sport 
numerous enhancements over the 
Xbox version: two-player multiplay, 
20 more missions, added “sub- 
mission objectives” which unlock 
codes, and plenty more vehicles. 

> Eric Bratcher 









the BUZZ 


It’s not as pretty as the Xbox version, but 
it’s more fleshed out. Driving like a total 
maniac is a complete blast. 


A Pedestrians are too nimble to hit, but you can give them a good scare. 
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i ae 
IT’S ALL IN 
| THERE 
Brutal play, endzone dances 
and the legendary frozen 
tundra of Lambeau Field... it’s 
| no wonder football has 
replaced baseball as America’s 


national pastime. 















The PS2 football 
wars just got a lot 
more interesting 


ast year, Visual Concepts for the hardcore fan. gent about adjusting coverages. football fans on the PS2. 
proved that it could play in The gameplay, graphics and sound Redesigned stadiums, new anima- > Riley Alexander 
the big leagues when it are also enhanced. A new audible tions and updated player models are 


























introduced the critically acclaimed system makes it easier to change more than the usual year-to-year 

NFL2K football franchise to the PS2. plays at the line of scrimmage, which _ visual improvements, plus this year’s Last year, the NFL2K series scored just one 

In just one outing, the developer is crucial because the defensive Al is commentary will be better. It looks like ae haitall Paice 2002. This year’s 
15 . ° ‘. . Py attie cou e even closer. 

delivered a game that measured up to now more aggressive and more intelli-__ it’s going to be another great year for 


the mighty Madden franchise. So now 
the big question is... what can Visual 
Concepts do with a full development 
schedule and greater experience on 
Sony’s console? The answer 
could very well be: create 
something that unseats 
Madden as the premier football 
game on the PlayStation2. 

For starters, the franchise 
mode in NFL2K3 has been totally 
revamped from the ground up. 
Improvements have been made 
to make the Franchise Mode 
more accessible to the 
average player and more fun 
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| 35% 








, MALICE: KAT’S TALE 


| Fear not, there’s plenty of hammering to go around 






















4 Any heroine with 


: an attitude is 
— incomplete without 
_ WA abig chunk 


of wood! 


alice, from Starfox and 
. | Croc developers Argonaut, 

may have carried the flag 
for Xbox when it first debuted last 
year, but it’s actually coming to every 
console this year. PS2 gamers will 
thus receive their equal share of 
Clockwork Hammering and Quantum 
Tuning Forking in the fall, when this 
next-generation platformer finally 
sees the light of day. 

To explain in more detail, Malice 

stars a young girl named Kat, thrown 


KAT AND HER 
HAMMER 


While Kat has her fair share of 
weapons, her most used piece 

of equipment would have to be 
her “battle” hammer. 








A Hammered enemies go splat in a very 
Satisfying fashion. 
v “So what'd you do today?” “Man, this 


kid tried to squash me with a giant 
hammer!” 








into a twisted world inspired by Lewis 
Carroll’s Wonderland. Or rather she 
throws herself there, after opening a 
Pandora's box of evils led by the 
hellhound-ish Malice Incarnate. The 
solution? Wallop the forces of 
es darkness on the head 
F with a great big 
hammer. As Kat 
\ evolves 
through several 
” forms on her 
way to becoming 
the all-powerful 
: el " Goddess, she wields 
me many weapons and magical 
powers, but her signature toy is always 
the gigantic Clockwork Hammer. 

That rickety gears-and-cogs motif 
suffuses much of what we've seen of 
Malice’s 25 levels, but there's variety 
beyond that — note the accompany- 








A The supporting cat eaches Pacis ete: | (om and Kat herself takes on ee size 


sometimes. There’s nothing like living large! 





ing screen of the massive Tree God. 
Though they’ve been accused in the 
past of producing some rather pedes- 
trian efforts, Argonaut’s designers 
look ready to flex their creative 
muscles to the fullest here. The 
graphics engine should provide plenty 
of support. Though it’s not as snazzy 
as the bump-mapped Xbox version, 
Malice on PS2 still sports detailed 
textures and impressive chunks of 


A The Clockwork Hammer smashes switches and buttons as well as ugly bad guys. 
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nonsensical background architecture. 
Style can always carry what technolo- 
gy can’t quite handle, anyway, and 
Malice looks like it has plenty of that. 
> David Smith 


the BUZZ 


It’s a cute game with a dark edge — the 
look alone already gives it one up on Croc. 
Besides, hammers are always fun! 










































“Dr. Moreau” is more like it 





hile classic series like 

Crash and Spyro are 

sticking to the shallow 
end of the innovation pool, this new 


platform adventure looks to be doing 


a cannonball off the high dive. 

The game tells the story of Dr. 
Muto, your typical eccentric genius 
scientist with wacky hair and a lab 
coat, who has unfortunately just 
blown up his home planet. Now he's 
got a new project: searching one 
bizarre alien world after another for 
the ingredients he needs to make 
things right again. 

There's more to Muto than brains 
— the good doctor wields the ability 


the BUZZ 


Given Dr. Muto’s versatile nature, the level 
designs should be unlike anything we've 
seen before. It'll be completely different. 





[PUBLISHER 











~ | RELEASE DATE 





to transform into different half-animal 
forms (6-10 of them). Need to get 
through a small space? Zap! you're a 
little were-mouse. Now there's a river 
in the way? Zap! You're a fish-man, or 
possibly a human fly. Moreover, it 
looks like the level designs will be just 
as wacky and creative as the main 
character himself. This is definitely 
one title to watch out for. 

> Eric Bratcher 
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High-altitud 





| | | 
| | | 





Bhs = 


hijinks 





his dark, yet slapstick, 
flight sim (described by 
one Midway rep as Ren & 
Stimpy meets Starfox) is aiming to 
occupy the airspace between Cel 
Damage, Tony Hawk 3, and 


Pilotwings. This may sound odd at 
first, but with its cartoonish art style, 
goofball characters, and a quadruple 
emphasis on free-roaming racing, 
executing aerial stunts, and shooting 
other racers with kart racer-style 
artillery, it actually makes sense. 

The main gameplay mode is 
“Adventure”, in which you choose one 
of 13 pilots in an attempt to outstunt, 
outfight, and simply outfly everyone 
else over one of 10 large, free- 
roaming courses. This mode also 
boasts an actual storyline (most likely 


involving the racer’s relationships and 
allegiances with one another) that’s 
different for each character. There will 
also be secondary game modes which 
focus upon individual elements of the 
game, like stunt competitions or all- 
out deathmatching. 

> Eric Bratcher 


the BUZZ 


A stunt-filled kart racer in the sky, with 


such mayhem and attitude that it might 
get an “M” rating? Bring it on! 
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| RELEASE DATE 





| MAX. PLAYERS | ESRB RATING 











I TEEN 

















Lucy Liu & Antonio Banderas in a game? 








ot much is currently known 
al about the Ecks vs. Sever 

movie yet, as it doesn’t 
come out until November, but we 
have managed to discover a few new 
tidbits about the game. 

Players will be able to choose to 
play as either character, FBI Agent 
Jonathan Ecks or NSA Operative 
Sever, and each one will have a 
different set of missions to complete 
(more than 20 in all). Each character 
also has its own unique strengths and 






PUBLISHER 
SOFT 


CPs PERCENT COMPLETE iS 








weaknesses, such as how much 
ammunition they can carry or the 
amount of health they initially have. 

The game's environments will be 
modeled after those in the movie, so 
many of them will be instantly recog- 
nizable. There will also be several new 
custom levels included that cater 
more towards the multiplayer mode. 
Up to four players will be able to take 
each other on in a classic death- 
match-type setting. Sound good? 

> Stephen Frost 


| MAX. PLAYERS ESRB RATING | 





MYST HI: EXILE 


The PC hit makes its way to consoles 





he Myst series has con- 
stantly been a top-seller 
on the PC but that success 


hasn’t really transferred over to the 
console world. Despite the quality of 
the PSone ports of Myst and Riven 
(Myst Il), the games never really sold 
that well. Ubi Soft is hoping to change 
that trend with the latest conversion 





of Exile for the PlayStation 2. Using 
rendered backgrounds that are highly 
detailed and a very simplistic control 
scheme, Myst /I/ will hopefully draw in 
a large number of mainstream 
gamers that typical games would not. 
> Stephen Frost 





“a While this 
sequel does 
look amazingly 
detailed, it relies 
on prerendered 

| pictures instead of 
an actual, real- 
time, polygonal 
environment. 











CULE 





(2 Pe PERCENT COMPLETE | =i 


Kick even more vampire butt this time 





: aving previewed Blade I 
al already in past issues of 


PSM, we were well aware 
that the sequel had great potential in 
surpassing its predecessor in every 
way. Granted, the first title wasn’t the 
greatest game ever, but it definitely 
had some good moments. 

Fortunately, with the movie being 
a huge success and featuring a bevy 














| DEVELOPER 





of new characters, Activision certainly 
has a lot to work with and a lot of fan 
pressure to deal with. 

Knowing Treyarch, though, who 
developed the Spider-Man movie 


, game, we think that you readers 


aren’t going to be disappointed. 
Blade II will follow many of the 
scenes and story segments that 
occurred in the movie, but there will 
also be several new 
environments and 
enemies to discover. 
That's certainly good 
to hear, because it 
helps to make the 
game far less pre- 
dictable. Suck on 
that, day walker! 
> Stephen Frost 





4 Blade Il seems to be 


shaping up nicely. If it’s 
as cool as the movie, 
330 then we're hooked. 





Spielberg directs his attention to PS2 


hile currently not getting 
é | as much media coverage as 

other summer movies, like 
Spider-Man and Star Wars, Steven 
Spielberg’s latest film is still definitely 
going to do very well at the theaters. 

Relying on that, Activision has 

acquired the videogame rights to 





Minority Report and is developing an 
action-based title that will revolve 
around all the major characters. 

As always, you won't see Tom 
Cruise's mug in the game, but expect 
that the polygonal Officer Anderton 
will look somewhat similar. 

> Stephen Frost 
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"| WAS A 99 LB. BARBARIAN © 


-Gothar of Gundria 













BEFORE UPGRADE AFTER UPGRADE™ 


"| used to get molten lava kicked in my 
face. | was a little girly man, better suited to 
playing with sissy baby dolls than with battle 
axes. But then | mastered the UPGRADE FEATURE 
in BARBARIAN. Now nobody messes with me... 


NOBODY!!!" 


"The 4-player mode is wicked. Now if | 

could just find 4 opponents | haven't already 
killed | would show you BARBARIAN's 8 © 

character on-screen mayhem." 












aame ROUND 2 


BARBARIAN is a revolutionary new game 
engineered to increase - and maintain - 
character power and ferociousness, 
fast! In recent head to head filed 
tests, even mildly upgraded barbarians 
crushed their friends and foes 
without mercy. The MASSIVE 1-PLAYER 
QUEST mode - with 10 playable 
characters and hundreds of storyline 
branches - is the perfect training ground for 
customizing your barbarian, increasing 
strength and magic,winning friends and influencing 
people with pure brute force. But wait, that's not it, 
BARBARIAN also features an insane MULTIPLAYER 
MODE with up to 8 characters on screen at the same 
time, a totally interactive environment, and most of 
all the exclusive Save-your-customized-Barbarian- 
and-take-him-anywhere-with-you formula! 


DON’T SETTLE FOR LESSER GAMES. 
DEMAND BARBARIAN TODAY. 


: ~~ ) A 
Suggestive Themes DN ‘c a ean B Bs 
Violence VAN, | =a oe | =] ee N 24> 
ESRB 


"Here | am getting Medieval on Keela. My 
weapon of choice is usually a tree, or a pillar, 
or my opponent... but you know me, everytime 

| can grab onto something and show off..." 


PlayStation®2 computer entertainment system screen shots shown. 





PHADE 


“ae re 





"| had no social life before, but now, with 
BARBARIAN's SAVE AND RUN formula, | can take 
my muscles with me to a friend's... and work 
that disco magic, if you know what | mean..." 


* Your actual results may vary, 
Mr. Saggy Breasts. 


> <=i|a> SAFFiRE 





Barbarian: © 2002 Titus. Pepe BY Sei SU Eerpered os a fe Tas on 96 Ne Software Corporat I rights reserved, “PlayStation” and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. ™, @, and the Nintendo GameCube logo are trademarks of 
Nintendo. Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks of Mik Nee a Tee ae CSTE cals cesl ive koa on Meno , we 


HIGH HEAT 2003 


GET THE GAME EDITOR 

Access the game editor, which lets 
you set up any specific game 
situation. Go to the pause menu and 
press @@ ©Owma. You will hear 
a chime. Then press all four shoulder 
buttons to activate the code. 


@ @® @® and input the 
following codes: 


Hard Mode 


Unlock All Tracks 
>< 3<O0O® 


Unlock All Art Galleries 


| FOC OVOT® 


“Note: You can only wait 3/4 of a 


"| second between each button press, 


UNLOCK IT ALL 
1. Set a record (Best Lap, Best 3 
Laps, etc.) 


2. Type “NO TIME” in the name entry | 


screen to enable the cheats. 


3. From the Main Menu, hold 


so input these codes very quickly! 


ALL-STAR BASEBALL 2003 
HOMERUN HINTS 


| Endless points 
| Want to score big points for buying 


GAMESHARK CODES 





Must Be On 
(0) 1 @7 40) 594 fea] <tols) 3 
EE91C3CEBCD6186A 
Super Score 
1D) <4 se { G4 st = {| st} D) BY GP 
Unlock All Racers 
DE2E29BABDAA9C84 
FE2E2946BCA99B84 
Zoe-All Levels Unlocked 
FE2E297DBCA99B84 
CE2E297CBCA99C84 
CE2E297EBCA99C84 
FE2E2978BCA99B84 
Gavin-All Levels Unlocked 
FE2E292FBCA99B84 
DE2E292EBDAA9C84 
FE2E292ABCA99B84 
Tracey M-All Levels Unlocked 
Lid Pd =PAc) Dh) 51 @ Noho) sts1- 3 
CE2E29D8BCA99C84 
CE2E29DABCA99C84 
FE2ZE29E4BCA99B84 
Alix-All Levels Unlocked 
FE2E288BBCA99B84 
DE2E288ABDAA9C84 
FE2E2896BCA99B84 
Rallins-All Levels Uniocked 
CE2E2844BCA99C84 
DE2E2846BDAA9C84 
Nicklas-All Levels Unlocked 
FE2E2877BCA99B84 
|) =) 9229/6) 5 BY.ViNc] es! 
FE2E2872BCA99B84 
S. Griffin-All Levels Unlocked 
FE2E2821BCA99B84 
CE2E2820BCA99C84 
CE2E2822BCA99C84 


| 
| 
| 


aed Pre P16 21 @\chs) st31-5 
Psymon-All Levels Unlocked 

FE2E28D3BCA99B84 

DE2E28D2BDAA9C84 

FE2E28DEBCA99B84 
All Golds-All Racers 


Use with “All Levels Unlocked” codes. 


FE2E2EO7BCA99B84 
BE2E2EQ6BCB49B84 
FI FDFDFOBCAS9B83 
CE2E2E2ABCA99C84 
FE2E2E34BCA99B84 
Unlock All Rivals 
DE2E297ABDAA9C84 
DE2E292ABDAA9C84 
DE2E29E6BDAA9C84 
DE2E2896BDAA9C84 
DE2E2842BDAA9C84 
DE2E2872BDAA9C84 
DE2E282EBDAA9C84 
1D) 54 ==} B) 3} B)V:\c] G14 
All HoverSleds 


Unlocks every character’s HoverSled. 


FE2E2972BCA99B84 
FE2E292CBCA99B84 
FE2E29DEBCA99B84 
FE2E2888BCA99B84 
FE2E2845BCA99B84 
FE2E2874BCA99B84 
FE2E2826BCA99B84 
FE2E28DOBCA99B84 
Zoe-All Sleds 
DE2E294ABDAA9C84 
DE2E2956BDAA9C84 
DE2E2952BDAA9C84 
DE2E295EBDAA9C84 
DE2E295ABDAA9C84 
DE2E2966BDAA9C84 
DE2E2962BDAA9C84 


cards? Just play against yourself and 
purposely strike out, switching 
controls each inning. You'll get 100 
points for pitching a “perfect” game 
this way, which can be used to buy 
cheats, players, and more. 


Homerun replay 


nonetheless. Simply press buttons on 
your controller after blasting a ball 
into the stands to view your victorious 
base-running from different angles. 


SHARP CODES 

Unlock the Twin Blade 

Beat EOE, and save after the credits. 
Load your save to begin a new game. 
The Twin Blade will be available from 
the beginning. 


NBA 2K2 


SECRET STUFF 

Hidden Teams 

From the main menu, choose 
“Options”, then “Game Play”. While 
on the “Game Play” screen, at the 
same time, press on the D-pad, 


DE2E296EBDAA9C84 
DE2E296ABDAA9C84 
DE2E2976BDAA9C84 
Gavin-All Sleds 
CE2E2904BCA99C84 
DE2E2906BDAA9C84 
| DE2E2902BDAA9C84 
DE2E290EBDAASC84 
| DE2E290ABDAA9C84 
DE2E2916BDAA9C84 
DE2E2912BDAA9C84 
DE2E291EBDAASC84 
DE2E291ABDAA9C84 
DE2E2926BDAA9C84 
CE2E2922BCA99(84 
Tracey M-All Sleds 
DE2E2936BDAA9C84 
DE2E2932BDAA9C84 
DE2E293EBDAA9C84 
DE2E293ABDAA9C84 
DE2E29C6BDAA9C84 
DE2E29C2BDAA9C84 
DE2E29CEBDAASC84 
DE2E29CABDAASC84 
DE2E29D6BDAA9C84 
DE2E29D2BDAA9C84 
Alix-All Sleds 
CE2E29EOBCA99C84 
DE2E29E2BDAA9C84 
DE2E29EEBDAA9C84 
DE2E29EABDAA9C84 
DE2E29F6BDAA9C84 
| DE2E29F2BDAA9C84 
DE2E28FEBDAA9CB4 
/ DE2E28FABDAASC84 
eevee DE2E2886BDAA9C84 
DE2E2882BDAA9C84 
CE2E288EBCA99C84 
Rallins-All Sleds 
| DE2E2892BDAA9C84 
DE2E289EBDAA9C84 


| DE2E289ABDAA9C84 
| DE2E28A6BDAA9C84 
| DE2E28A2BDAA9C84 
I DE2E28AEBDAA9C84 
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This isn’t a hardcore cheat, but it’s fun | 


| Name: ROBOTR 
| Name: RBL-DBN 





| 


> on the left analog, and &. Go 
back one screen to Options by 
pressing @. Choose Codes, then 
enter “MEGASTARS”. This unlocks 3 
hidden teams: Sega Sports, NBA2K2, 
and VC. 


KILLER CODES 

The first 3 numbers represent the 
@@O©O buttons; the arrow equals 
the direction on the d-pad. 

5-5-4 > 
5-5-5 €& 
5-5-5 > 
13-5 <€ 
5-43 > 
PIN: 1970 
PIN: 1974 
PIN: 9669 


PIN: 1220 


No replays 

Snowy weather 
Rainy weather 

Get Cowboys team 
Armageddon team 


Name: ROBOTS 


Name: MADISON 





1) 4 sete) VV sD )AVA\s] ate yt 
10) 54 Pe] 36) =] DVN] @h st) 
DE2E28B2BDAA9C84 
DE2E28BEBDAA9C84 
Niklas-All Sleds 
CE2E284CBCA99C84 
DE2E284EBDAA9C84 
DE2E284ABDAA9C84 
DE2E2856BDAA9C84 
DE2E2852BDAA9C84 
DE2E285EBDAA9C84 
DE2E285ABDAA9C84 
DE2E2866BDAA9C84 
DE2E2862BDAA9C84 
DE2ZE286EBDAA9C84 
CE2E286ABCA99C84 
S. Griffin-All Sleds 
DE2E287EBDAA9C84 
DE2E287ABDAA9C84 
1B) 524 = 1 0] 6) =] B)AV ANS] @tsy | 
1B) =P) 221094 3] D)AV Nel aes) 
DE2ZE280EBDAA9C84 
DE2ZE280ABDAA9C84 
1B) =) =d<4 (5) 5] BV Ns] 1-4 
DE2E2812BDAA9C84 
DE2E281EBDAA9C84 
DE2E281 ABDAA9C84 
Psymon-All Sleds 
DE2E282ABDAA9C84 
DE2E2836BDAA9C84 
DE2E2832BDAA9C84 
DE2E283EBDAA9C84 
DE2ZE283ABDAA9C84 
|B) =P) wpe} @ 3} 2] DYAVNc] G14 
1) sd =p] GP) 3} B)AV NS Tes) 
DE2ZE28CEBDAA9C84 
DE2E28CABDAA9C84 
DE2E28D6BDAA9C84 


Must Be On OE3C7DF21853E59E 
EE81 C256BCC80902 


Super Jump Hold X to jump higher. 











GODAI ELEMENTAL FORCE 
SAMURAI SECRETS 


Enter all of the following codes at the 


main menu or at the pause screen 
during gameplay. 


Level Select 


MB®OHnH©QOH®SO 


Make Hiro Invincible (single player) 
mBO©OMVOO 


Unlock 4 Weapons and Unlimited 
Explosives 


aaBHOQ®O® 


Unlock All Multiplayer Characters 
@MOQGwHH®@O 


Unlock All Magics 
MHwmn®©O® 


Weapons Invulnerable to Wear 


MOD®QOBea®® 


NFL QB CLUB 2002 


HOT QUARTERBACKS! 
Unlock Bernie Kozar 
Score 5 touchdowns during a single 


Don't get carried away; if you jump 
too high you will fall through floor 
when you land. SAVE OFTEN! 
OEAF7EF8BCA95A82 
[b) x2} =1:\@o] 0 \).\ 216} 
OEAF7EFSBCB95A82 
DE8EAC3EO2ADAB03 
_ DESE3EEEBF899B8B 
fo) 32} se] 151\1@) Nelo) 3t<35) 
Blurry Mode 
Do not use with “Black Sabbath 
AVfalYoyl wy (ole(=Yarerol (= 
_ FE93385DBCA99B93 
FE93385FBCA99B93 
Black Sabbath Video Mode 
~ Do not use with “Blurry Mode” code. 
FE93385DBCA99B82 
FE93385FBCA99B82 


ifa\ilavell 9) (=) 


I lUisial s{=M4 @] pam 0) sto GD) 74 tshoye] soho) 
: EE8B7E3ABCCA4112 
dels Creation Points 
-FEBE644EBCA99B4B 
FEABA39ABCA99B4B 
Max Power FEBE6476BCA99B82 
Max Speed FEBE6471 BCA99B82 
Max Stamina FEBE6470BCA99B82 


Max Chin FEBE6473BCA99B82 
Max Heart FEBE6472BCA99B82 
Max Cuts | FEBE647DBCA99B82 
Max Stats Created Character 
DEBE6476BBA89A82 
CEBE6472BCA99A82 
8 Foot Created @iriclacis 
CEBE646ABCA99BE3 
9 Foot Created Character 
CEBE646ABCA99BEF 
300 Pound Created Character 
CEBE6474BCA99CAF 
400 Pound Created Character 
CEBE6474BCA99(C13 
Infinite Health P1 : : 
FEBEGEFBBCA99B85 


STRATEGY < 


Code of the Month 


Lops 


| game using the same quarterback. 


| Unlock Boomer Esiason 
| Throw 15 passes to the same receiver 
during a single game. 





. fale }etionis ia] 
| Unlock Dan Marino : 
| Throw 50 touchdowns in one season. 


= l= 
Unlock Jim Everett 
Break any record in the quarterback 


| challenge. 


iF 


| Unlock Jim Kelly 

| Make at least 20 pass attempts and 

| obtain a QB rating of at least 105 
during a single game. 


Unlock John Elway 
| Rush for a total of 2,000 yards in a 
j single season. 


| Unlock Phil Sims 
| Rack up 500 passing yards in a single 
| game. 


_ Unlock Steve Young 
| Throw for more than 5,100 yards in a , ws: 
i single season. A Wipeout Fusion is crazy fast, but these animal ships are just plain crazy! 
Unlock Troy Aikman 
Beat 7 opponents in the quarterback 
| challenge. 





Unlock All Cheats 





Winning Codes 











Input the following codes in the HOTOLOTO) 
Cheats option under Extras. 
1 infinite Heath P2 Unlock Animal Ships 
1 
FEBEGEFBBCA99B86 Gaeee ®OQ06® 
| Infinite Health Both Players u A 
| FEBE6EFBBCA99B87 nlock Old-School Ships 
| Infinite Stamina Both Players Infinite Shields (OLOTeXEs) 
DE8898A6BF899B8B CHOLOTOLE) 
; Pl - Easy KOs 
faais]=is) mc) s1@\che) sfs}o} Infinite Weapons 
P2 - Easy KOs 
FEBEGEFO9BCA9S9B86 ©0800 
Both Players - Easy KOs 
FEBEGEFSBCA99B87 
Arms Stretch When Punching 
DES7DC8ABCA99B84_ | DE56460EDBC89C84 All Vitalit-Sleeping Forces of Doom 
HV) g ofo yo (ole (=D) <toW4 BL Ge]o) 1 @\e}e) tor) DE56460ABCC8BAA2 | FE564606BCA99B84 
| Invisible Bodies | All Vitalit-Aquamarine Bay All Vitalit-Anguish of Dearth 
| DE97DC92BCA99B84 FE564676BCA99BA2 FE564601BCA99BA2 
| Giant Boxers DE97DC9EBCA99B84 All Vitalit-Perils of Coral Reef All Vitalit-Entrapment 
Mini Boxers DE97DC9ABCA99B84_ | FE564671BCA9S9BA2 | FE564600BCA99BA2 
Press R1 To Teleport | All Vitalit-Trial Without Error All Vitalit-Caverns of Hope 
Hidden programmer's cheat! | FE564670BCA99BA2 FE564603BCA99BA2 
DES7DCA6BCA99B84_ | All Vitalit-Four Ways of Mystery | All Vitalit-Lair of Evil 
Alma lele(=) | FE564673BCA99BA2 FE564602BCA99BA2 
Hidden programmer's cheat! Tagged | All Vitalit-Passage From Genesis | All Vitalit-Powers of Levitation 
boxer glows red. FE564672BCA99BA2 FE56460DBCA99BA2 
DES7DCAEBCA99B84 | All Vitalit-Pathways From Nowhere | All Vitalit-Hanging Waters 
Huge Hands DE97DC82BCA99B84_ | FE56467DBCA99BA2 | FE56460CBCA99BA2 
Heads Inflate When Hit | All Vitalit-Up and Down | All Vitalit-Ice and Fire 
DES7DC86BCA99B84_ | —FE56467CBCA99BA2 FE56460FBCA99B84 
| DES7DC8EBCA99B84_ | All Vitalit-Roaring Forces All Vitalit-Abyss of Inferno 
| | FE56467FBCA99BA2 FE56460EBCA99B84 
| | All Vitalit-Atlantis Lost | All Vitalit-Mutaclone 
| : | FES6467EBCAQ9BA2 | FE564609BCA99B84 
| Must Be On OE3C7DF21853E59E | All Vitalit-Shrine of Controversy All Vitalit-Chance of Reckoning 
_ EES8ED896BCE19552 | FE564679BCA99BA2 FE564614BCA99BA2 
Enable All Levels | All Vitalit-Master of Forgotten Skills | All Vitalit-Hatchery 
DEB6604EBBA89A82 | é FE564678BCA99BA2 | : id stool (ol 0}s] 24 @7Ne}e) 5) Wed 
DEB6604ABCAS9B92 | All Vitalit-Process That Never Ends All Vitalit-Seeds of Poison 
All Vitalit-All Levels FE56467BBCA99BA2 | FE56460BBCA99BA2 
| DES64676DBC8BAA2 | All Vitalit-Blades In Motion Navies ‘Transfiguration 
| DE564672DBC8BAA2 | FE56467ABCA99BA2 | FE56460ABCA99BA2 
| DE56467EDBC8BAA2 | All Vitalit-Perpetual Fluidity | All Vitalit-Heart of the Foe 
| DE56467ADBC89BA2 | FE564604BCA99BA2 | FE564615BCA99BA2 
DE564606DBC8BA84 | All Vitalit-Obscure Ways To Terminus | 
| DE564602BDC8BAA2 | FE564607BCA99BA2 j 
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b> Zack McGhee, age 14 
Zack32@ignmail.com 


Favorite Genres: RPG, action, horror. 
Favorite Games: Metal Gear, Final 

Fantasy, all Resident Evils 
Quote: “I'm the great Milenko!” 


“LETTERS 


The answer to your question is 
just a letter or an e-mail away 


PSM Letters 
c/o Imagine Media 


150 North Hill Drive 
Brisbane, CA, 94005 USA 


WHY 
IS EVERYONE 
LOOKING AT 
ME LIKE 
THAT? And 
where's that 
CAill coming 
from? 


4 Is the Grim Reaper out to get you at every turn in Maximo, or is the game's difficulty just right? 


We Call ‘Em As We See ‘Em 


| would.just like to politely dispute the glowing review that your fine publication gave to Maximo. 
More to the point, it sucks, and I'll explain why. Every time | fought one enemy, it seemed that 
nine more instantly appeared and crushed me. Every time | was being crushed, that blasted raven 
showed up and entirely drained all of my money. In light of this, | would classify Maximo as a 
game that needs difficulty settings more than any other | have ever played. Thank goodness | only 
rented it. I'm not faulting anyone for liking Maximo, I’m just saying that not everyone will love it. 


Jon, jonathandg@hotmail.com 


lve spent countless hours playing the various revisions of Maximo (including 
my final, boxed copy), and I’ve personally never found it to be an especially difficult 
game. It’s challenging, sure, but | can’t recall ever throwing up my arms in frustration 
— which is more than I can say for a lot of 3D platformers I’ve played. Maybe it’s 
because I’ve played so many “old school” style action platformers before... or maybe 
I’m just THAT DAMN GOOD (I kid, | kid). Seriously though, you’re not alone — I’ve heard 
the difficulty complaint from others, but I’ve heard just as many people say it’s well 
balanced. In the immortal words of someone: “Your mileage may vary.’ For my buck 
(and yours) | still consider Maximo a definite must-have game for most players. 


b> Justin Colley, age 14 
Rabidpanda373@hotmail.com 
Favorite Genres: RACING, 


Send your linkup e-mails to psm@imaginemedia.com, 


> Willy Alers, Jr. 
Final_megaman@hotmail.com 
Favorite Genres: RPG, Action RPG 
Favorite Games: FF7-X, Chrono Series 
Quote: “You can never have too many 
good games’ 


(RPGs stink) 


Metal Black, THPS3 
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Action/Adventure and Sports games 


Favorite Games: Grand Theft Auto 3, 
GT3, Metal Gear Solid 2, CTR, Twisted 


Quote: “Yeah baby (Clap, Clap, Clap)” 























A The PSM crew seins its newest member, 
Eric Bratcher. Unfortunately, photos of “the 
Initiation” were not allowed. 


Devil May Vibrate? 

I'm having a strange problem with Devil May Cry. 
Whenever | have the vibration function on, the 
game pauses whenever the controller should be 
vibrating (i.e. whenever fighting enemies). At first | 
thought there was something wrong with the 
game until | tried turning the vibration function 
off. Upon doing so, | didn’t have any problems 
with random pauses throughout the game. I've 
never noticed this problem with any of my other 
games. Could this problem be related to the 
game itself, my console or just my controller? | 
have a standard DualShock 2 analog controller 
that came packaged with my PS2. Any advice 
would be appreciated. Thanks. 


Richard Cloyd, richardcloyd@hotmail.com 


Hmmm... that sounds like there’s 
something wrong with your DualShock 2 
controller, or the game. Since the problem 
doesn’t occur with any other games, it must 
have something to do with Devil May Cry. I'd 
say you should take your copy back (if you 
still have the receipt) and exchange it for a 
new one. However, if you don’t have the 
receipt or if the game is too old, then you're 


> Keith Kilcommons, age 14 
Solidsnake 1918@yahoo.com 

Favorite Genres: RPG, 
action/adventure, fighting 

Favorite Games: Metal Gear Solid, 
Metal Gear Solid: VR missions, MGS2, 
ZOE, GundamJTJ, Jak and Daxter, Ace 
Combat 4, FFX. 

Quote: “Did you grab my ass?” 


probably out of luck. At worst, you could 
sell the game used to a store like EB. If none 
of that appeals to you, then send me your 
copy of DMC (as long as it’s in good 
condition) and I'll trade it for a copy from 
our games archive. Here’s the address: 


Devil May Cry Exchange 
c/o Stephen Frost 

150 North Hill Drive 
Brisbane, CA 94005 


Define Hardcore 

| will never forget the first time | saw the game 
Pong. | was just a little kid, and my older brother’s 
friend wouldn't let me play, but | still thought it 
was cool. | remember waiting in line at the local 
K-Mart for my turn to play the newly installed 
Pac-Man. My favorite arcade games were Omega 
Race and Robotron. | have owned every gaming 
system since the first Nintendo. Unfortunately, | 
did not start playing PlayStation until two years 
ago. | now have a PSone and a PS2. In those two 
years | have purchased 25 PSone titles and 16 
PS2 titles (GTA3 being my favorite). | play about 
14 to 20 hours a week. My question is this: what 


LETTERS «2/093 


LETTER OF THE MONTH 


ccording to RPGamer.com, Final Fantasy X/ will 
Al have a $10 monthly fee and a $.78 fee every 

time you make a new character. Now, I've been 
a fan of Final Fantasy for some time now, but this is getting 
ridiculous. A $10 fee every month ($120 per year) and a 
fee just to make a new character?! Phantasy Star Online, 
the current most popular multiplayer console RPG, was 
awesome and was FREE aside from Ver. 2.0. In order to 
play FFX/, we are already going to have to pay for a PS2 
modem and probably a hard drive, too. Unless someone 
slaps some sense into Squaresoft, we are gonna end up 
spending hundreds of dollars to play a single game. | really 
hope they make some changes, or a lot of Squaresoft fans 
probably WON'T be buying the next Final Fantasy. 


Tim Edenfield, neon_sonic@hotmail.com 


However, the frequency of your encounters 
is different depending on the area. For 
example, in the last area, you fight every 
couple of steps! 

As for Zanmato, if you actually got 
Yojimbo to perform this attack, you 


95 SELECT 


I STEVE: ANGI RNR Ur mur mm dN TUT 
FFX1 in Japan is a bit pricey... but that’s playing it IN 
JAPAN. The pricing structure for the U.S. version of 
the game has not been revealed yet, so it’s hard to 
even speculate what the monthly cost is going to be. 
Chances are, you may not end up paying any monthly 
fees at all, as Sony and many other companies are 
not charging for the first round of online games. 
They only thing you will have to purchase is the 
Network Adaptor for $40. That's it. You may not 
even have use the hard drive for the U.S. version of 
FFXI, as Sony has no current plans to release it here. 
We'll definitely keep you readers updated, though, 


on what the game will cost once Square tells us. 





redesigned for the PS2? If I find out any 
more info, I’ll certainly let you know. 


We Want WipEout! 
First of all, let me say that I’ve practically been 
raised by you zany guys. | still remember the 


is your definition of a hardcore gamer? probably wasted too much money. Still, if good old days of big-slam Mountain Dew and the GAMES WE 
you've never seen him, just give Yojimbo a Bill/Bison mask. | was, however, excited to learn WANT TO SEE 
PETE HERNANDEZ, Surf_Side2@email.msn.com butt load of Gil, you just might see Zanmato. _ that one of my original favorites, Wipeout, was TRY HARD 
making a comeback to my PS2, but that was a Up for a challenge? 
(IS You. Book ‘Em, Dano! pretty long time ago. Could we possibly get a An unbeatable 
The other day | was thinking about some of my quick update? I've searched the net to the best challenge? See, 
Random Questions PS2 games, and | remembered reading about a of my crappy abilities, and turned up next to games always go flat 


| just have a couple of Final Fantasy-related 
questions. 


game called COPs or something like that, and it 
has been at least a year since | have heard 


nothing as far as a release date is concerned. Oh 
and hey, Tokoya, is it possible to print your Unreal 


once you overcome 
their challenges. But 


anything about it. The paragraph | read about itin Tournament server IP? I'd love to challenge the in TRY HARD, the 
1. How do the random battles occur? Are they PSM was very short, and it only had one image man in the mask. game’s advanced 
really random or are they already programmed (not even an in game image... | don’t think.) . | artificial intelligence 
into the game? have been looking for the article, but | haven't Joseph Asphahani, jasphaha@hotmail.com will watch you play, 
found it. What happened to this game? Am | calculate how good 
2. | have heard a lot about Yojimbo's Zanmato dreaming, or was this going to be a game? Strangely enough, just as | was you are, and keep 
attack and | was wondering about what amount starting to reply to your letter, | got an the game running at 
of gil it takes for him to perform it? Does he have Matt T, TAMSEVEN@aol.com email sent to me about the new WipEout. a difficulty just a 
to be on Overdrive? Apparently Bam! Entertainment is going to notch higher than 
SETA quite honestly, | can’t seem to find be publishing both WipEout Fusion and you can handle. That 
Moseph540, Moseph540@charternet out what happened to COPs. | originally saw —_ Dropship here in the United States. It way, the fun can last 
the game running on the PSone several E3s appears that Sony wasn’t interested in pub- forever! And of 
The random battles are indeed ago but quickly forgot about. It was being lishing WipEout due to the franchise’s course, the sequel 
random. They occur randomly, without a published, at the time, by Fox Interactive overall lackluster sales. As a huge fan of could be called TRY 
pattern or structure because they are but the current publisher (if there is any), Wipeout, | can’t wait to get my hands on it, HARD 2: TRY 
random. This means that you could fight at remains a mystery. Perhaps the game was though, when it hits stores this summer. HARDER. Sweet! 


anytime and anywhere on the world map. 


> Christian Hernandez, age 14 


canceled? Or, better yet, it’s being 


My clan’s servers are not the best place 


b> John Chiarelli, age: 17 
AscheXL@aol.com 

Favorite Genres: Action, racing, 
fighting, Music 

Favorite Games: A// Wipeouts, and all 
Street Fighters 

Quote: “When nothing makes sense, | 
will continue to fight, only believing 

in myself” 


> Matt Utley, age 16 
flikthebluelightning@hotmail.com 
Favorite Genres: RPGs, Action, Anime 
Favorite Games: Final Fantasy Vil, 
Final Fantasy X, Grand Theft Auto 3, 
Twisted Metal Black 

Quote: “Time for a bit of the ol’ 
ultraviolence” — Alex, from A 
Clockwork Orange 


b> Phuong Le, age 13 
insider666@msn.com 

Favorite Genres: RPG, adventure, 
fighting, simulation 

Favorite Games: Final Fantasies VII-XI, 
Crash Bandicoot! and 2, Tekken 3, and 
such 

Quote: “Talk to me. My aol sn is 
sexybish666" 


SlickC@tampabay.rrcom 
Favorite Genres: Sports, Action, 
Adventure 

Favorite Games: MSG2, GTA3, 


Resident Evil 2, Madden 2002, 
Knockout Kings 2002. 

Quote: “You can't play until you get 
me my 20 tacos from Taco Bell!” 
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094°: LETTERS 


SELECT of 


DOWNTIME 


Hey, only 99% of our time is spent on 
playing games! We do other stuff, too! 


WHERE DID 
I PUT THAT 
ISSUE OF 

ELLE? 


~~, 


A The PSM office can be a hazardous place — 
especially if you hang out around Chris. 


GOING TO LAY 
OUT ANOTHER 
PAGE UNTIL YOU 
ANSWER THIS 
\ QUES TION... 


you think \e 
s{ this scar 
\ matches my & 


A “Fancy Dan” once wouldn't do a cover until we 
agreed that he “smelled like strawberries.” 


IAT WAS 
PRETTY FUNNY, 
THOUGH... 


A Distracted by the can of snakes, Chris didn’t 
notice the giant toad licking at him from above. 


LOOK AT ME! 


DON'T LOOK AT) 


MEEE!!! 


A We once peeked at Randy’s unfinished pages... 
all the captions read “Randy, you’re so cool.” 


b> Mike “The Game” Davis, age 18 
DavisM1283@msn.com 

Favorite Genres: Fighting, action, 
survival horror, RPG 

Favorite Games: Metal Gear Solid], 2 
Resident Evil1, 2, 3, CVX, DOA2, Final 
Fantasy 7 8, 9, GTA3, Devil May Cry 
Quote: “You live in your world, | play 
in mine’ 


b> James Homan, age 13 
tice_rsx_racer@hotmail.com 
Favorite Genres: Action/Adventure, 
RPG, Fighting, FPS 

Favorite Games: MGS, MGS2, FFs 
Quote: “Jason, you did this!” 











Justin Erickson, Fenix6811 @aol.com 


chance. Baka na Yatsu! 


to play. However, I usually play on the PDX 
and HOMELAN servers. You can also catch 
me in my clan’s chat room on IRC. The 
server is enterthegame.com, and the 
channel is #clan-ia. | am |iA|Tokoya. From 
here, we could set up a match. 


Half-Ass 

| always read the letters in your magazine and | 
think you might be able to help me with a 
question I've had for a while. | have played Half- 
Life and its mods (or downloaded modifications 
that turn the game into a different game) on my 
computer for a long time. | bought Half-Life for 
PS2 right away when it came out. What | am 
wondering is: When the HDD and network 
adaptor come out, will | be able to download 
those mods for my PS2? 


Jon Lovejoy, invisible_gunner@hotmail.com 


In a word, no. Half-Life, in its 
current form, has no support for the hard 
drive at all. Sorry... 


Cards? What Cards? 

What's with the PS2 memory card shortage? | 
bought a PS2 and some new games, but the 
store didn’t have any PS2 memory cards. No 
biggie, I'll just go to another store that carries 


b> Mike Evansen, age 15 
AlmightyZim@hotmail.com 

Favorite Genres: RPG, Action, Sports 
Favorite Games: Grand Theft Auto 3, 
FFVII-X, Onimusha, Devil May Cry, 


THPS 1-3, Madden 96, and... so... 
many.. others (gasp) 

Quote: “Hail to the King, Baby” or any 
line from A Night at the Roxbury! 


HARDCORE 49 49 49 49 7 7 &F 


1. In Street Fighter, was Dan a joke character? My friend showed me in Capcom VS SNK 2 a special move of Dan's where all 
he does is roll around flexing his muscles and then giving a peace sign to the screen. Please explain! 


2. Do you guys by chance know why Capcom didn't translate some parts of Capcom VS SNK 27 In the beginning of fights, the 
characters will talk, and all but one of them still speaks in Japanese. Were they rushed to bring the game out or what? 


1 am super offended by Capcom's arrogance in regards to this issue. Dan was originally a nasty little 
joke, designed to poke fun at the SNK games, and more specifically poke fun at Robert Garcia, it seems. In King 
of Fighters ‘98, Robert was one of the stronger characters, and more than capable of taking out some of 
Capcom's character design mistakes; wussies like T.Hawk, DeeJay, and most of the EX cast wouldn’t stand a 


I like to think of myself as hardcore as they come in regards to Street Fighter, but I really stopped paying 
attention to any story segments way back in the early Alpha days. | suggest you do the same; trust me, you'll like 
SF games more if you do! Anyway, can you even understand what the hell is going on when they speak in English? 


LY LD 


PlayStation equipment. Eleven stores later, | 
found one off-brand PS2 memory card. 

Let’s face it, without the correct memory 
card, a PS2 is just an expensive DVD player. If 
Sony is unwilling to do the smart thing and 
include a memory card with every machine, they 
should at the very least be able to supply 
memory cards to the retailers. The way things are 
now, Sony might as well tell prospective 
customers to go buy an Xbox. 


Terrence Vaughn, tvaughn@splitrocktel.net 


Well, by the time you read this, the 
shortage should be over. Sony was simply 
re-designing the packaging for the cards (to 
make it bigger, possibly as an anti-theft 
measure) and this created the production 
lag. I’m not too sure what you mean by PS2 
being “just an expensive DVD player” 
without the proper memory card though — 
you can still play games on it, you know. 
Also, I really don’t think anyone considering 
a PS2 purchase will decide to buy an Xbox 
instead simply because they have to wait a 
little while for a memory card... 


Semper Fi 


Have you guys heard whether or not Sega will 
bring their classic arcade racer series, Out Run, 


Survival Horror 
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CELEBRITY 
LETTER 


Hi guys, it’s Dante. 
Since things have 
calmed down in 
the demon world, 
my girl Trish has 
been a real nag. 
“Take out the 
trash, Dante”, 
“Don't fire your 
guns in the house, 
Dante.” GAH! She 
won't even let me 
use my sword to 
cut sammiches! I 
mean, | killed 
frickin' MUNDUS, 
for crying out 
loud! | used to 
whip demons, now 
I’m just whipped. 
MAN... I need a 
another adventure 
like M.C. Hammer 
needs another hit 
album. HELP ME! 





b> Barry Monroe Jr, age 16 
Yodamaster22@hotmail.com 
Favorite Genres: RPGs, Action, 


Favorite Games: Final Fantasy, 
Resident Evil, and Metal Gear 
Quote: “The most incomprehensible 
thing about the world is that it is 
comprehensible” 





TH 
FIRST RULE © 
OF FIGHT CLUB IS, }, 
\ YOU DON'T TALK | ys 
ABOUT FIGHT 
CLUB. 


to the PS2? I've always been a huge fan of this 
original arcade racer, and it would be awesome if 
they could port over Out Run, Turbo Out Run, 
and even Out Runners for the PS2. 

| feel that this old school series paved the 
way for other great arcade-style racing series 
such as Rad Racer (very old), Cruisin’ USA, and 
now Burnout. Any info would be great. Please 
keep up the outstanding work. “Semper Fi” from 


all of the U.S. Marines out here at Ist Tank Bn, Ist 


Marine Div. (Rein.) MAGTFTC Twenty-Nine Palms, 
CA. Just about all of us Devil Dogs out here have 
PS2s and your mags. You guys RULE! 


Anthony Melton, mad_man2k@hotmail.com 


Thanks for the high praise! Yu 
Suzuki (the head guy of Sega’s AM2 
division) has gone on record as saying that 
there is indeed a next generation Out Run 
game in the works. So far it’s only 
confirmed for Xbox, but the chances of it 
also landing on PS2 are high. 


I's The Real Thing 

Instead of having just animated girls in your 
magazine, why not have real ones? I'll admit, 
even | love to see my favorite Final Fantasy char- 
acters being portrayed on the beach, but | have 
just been lucky enough to have had my picture 
taken with Playboy’s own Dahm Triplets. Yes, 
that’s right, | had my picture taken with the 
Dahm Triplets. It gets better. Since there are 
three of them, | decided to get creative. | 


> Blaze El-Amin, age 21 
xceleron@excite.com 

Favorite Genres: Sports, Fighting, 
Racing, Action, Adventure, FPS 
Favorite Games: Syphon Filter7-3, 


Metal Gear Solid? & 2, Madden 95- 
2K2, Gran Turismo1-3 Tekken1-3 
Quote: “Forces of darkness empower 
me; take me back to my virtual reality” 





b> Jake Mccloskey, age 12 
metalgear2fan@penn.com 

Favorite Genres: action, survival 
horror, shooting, puzzle. 

Favorite Games: Metal Gear Solid, 
Metal Gear Solid 2, Silent Hill, Silent Hill 
2, Grand Theft Auto 3. 

Quote: “Mess with the best, ya die 
like the rest. 





HOLD THEM LIKE 
THIS, MASTER? & 


A Here’s Scott and his three hotties! You know, 
the blondes aren’t bad looking, either... 


rounded up my PSX, my PSOne, and my PS2, 
and | had them hold on to them for the photo. 
Now how about that? The Dahm Triplets and my 
PlayStations! | figured, if people see this, and you 
get some positive feedback, maybe you'll 
consider my proposal. 


Scott, ScootsJpn311 @aol.com 


You are a sick, twisted individual — 
and I salute you. 


Cheap Trick 

In issue #47, a letter asked why your April Fools 
jokes were boring and Steve replied, "Just wait 
until next year. We've got something really good 
to unleash upon the world." | was convinced that 
it was a guarantee for a totally awesome prank. | 
look and see the prank is about Ze/da on PS2... 
Is someone slacking? 


Rick Short, slickpenguin@hotmail.com 


Steve’s middle name is “Slacker”. 


> Aaron Barnhart, age 11 
PSMandPSX4Ever@netscape.net 
Favorite Genres: RPG (who 
wouldn't?), FIGHTING, ADVENTURE 
Favorite Games: FF Series, Chrono 
Series, Legend of Dragoon 

Quote: “I may be young and hated, but 
| can share the love for PSX and PSM 
more than everyone of you combined!” 


KEEP 
IT DOWN 
AFTER 9 -- 
MOM LIKES TO 


GO TO BED 


TECH TALK 


| read in the April issue that there is a new Linux Kit coming out and | 
have some questions about it. 

























1.1 read about how you should install the software with a “sync on 
green” screen and you can use the TV as your monitor after it is 

installed. Can | still install it on my TV or should | install it on a “sync on 
green” screen? 





2. | read that you can not play games when Linux is running. Then how 
do you play games online? 





3. The Linux Kit comes with a 40 gigabyte hard drive (HDD). Can you 
use this as a memory card? 


4. Finally, can you use the HDD to play PC games or use PC programs? 


Andrew Charpentier, portagieplayer@ignmail.com 





EXUPYA First off, you MUST have a “sync on green” compatible 
computer monitor hooked up to your PS2 (via the included VGA 
adapter) in order to install the operating system. After that, you 
can configure it to output to a TV. The Linux kit’s network 
adapter can be used to play PS2 games online; you just have to 
load your game normally (put it in the PS2’s drive, etc.) to play. 
The hard disk that comes with the Linux kit can only be used for 
Linux — you can’t store PS2 saved games, PC games, PC 
programs, or anything but Linux (and Linux software). You can’t 
even use it with PS2 games AT ALL due to its special formatting. 


b> Angel Onofre, age 12 
never_forget7@hotmail.com 

Favorite Genres: RPGs, Survival 
Horror, Skateboarding 

Favorite Games: Al! Final Fantasies, All 
Tony Hawk Pro Skater games, Metal 
Gear 2, Grand Theft Auto 3 

Quote: “To be forgotten is worse 

than death’ 
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LETTERS 


Every month we take a look at the coolest PlayStation fan 
art from the hottest new talents. If you'd like to see your 
illustration printed here, send us a copy! (We'll take 
sheds foo but: we can’t return ee Address | it to PSM 


105. Ore even het e-mail a tires version of the 
vac to us at psm@imaginemedia.com. Be sure to label the 
subject heading “Fan Art.’ Now get busy! :-) 





’ JS sent in this 
cool pic of Baiken from Guilty Gear X. 


A Uh-oh — Chun Li must’ve caught Ryu sta 
Cammy’s no-no zone during a thrust Kick. TI 
to JEFF DIOLATA for this... disturbing... pic. 


R This dramatic scene of FFX’s Lulu 
comes to us from HEATHER. 


BATAAN 


VENGEANCE 


www.aimos 


4 What a cool picture — great atmosphere, great colors, great every- 
thing! A big thanks goes out to AINO AHMED for thinking of us after 
putting pencil to paper. Be sure to check out Aimo’s great webpage, 
www.aimostudio.com, to see more of her amazing work. There’s even 
some more sweet renders of vidogame characters, so head on over! 


comes to 
esk named SARAH 
Re ally nice colors in this one — nice job! 


N This Batman art from DUS' \ 
begs the question: why is Bats so ‘mad? 














> Kevin Weston, age 14 
www.cvhellfire.cjb.net 

Favorite Genres: Action, Adventure, 
Fighting, Horror 

Favorite Games: Castlevania Series, 
Ninja Gaiden Series, Soul Reaver, and 
MGS1 & 2. 

Quote: “History abhors a paradox’ 
— Raziel 


> Brandon Kyle Ralston, age 26 
brandon_ralston@xmail.com 

Favorite Genres: Action, RPGs, 
Fighting, Shooters 

Favorite Games: Tomb Raider 2, 
Bust a Groove, Tekken 3, Final Fantasy 
7, Tenchu 2, G Darius, Smackdown 2 
Quote: “A blind man is not an 
eyewitness.” 


> Brandon Parker, age 17 
Agent_Mulder@mothmaniives.i-p.com 
Favorite Genres: action, RPG, strategy 
Favorite Games: Final Fantasy 7 
Primal Rage, Unreal Tournament, 

Final Fantasy X, and MGS7 and 2 


Quote: “All that is gold does not glitter; 


not all those who wander are 
lost”? — Bilbo Baggins 
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> lan Parks, age 15 
Impish9@yahoo.com 

Favorite Genres: RPG, action, skating 
Favorite Games: Every Final Fantasy, 
Onimusha: Warlords, THPS 3 

Quote: “Don't mess with me, I'm one 
crazy mofo. | had to pop a cop, cuz he 
wouldn't give me my props in 
Oaktown." -Dr. Evil, Austin Powers 





EDITORIAL STAFF 
Ch fe Editor-In-Chief 


This issue’s over, but another bs 
one is already on the way (ee 


ric Bratcher Tom Layton 
‘PRODUCTION STAFF 


NEXT MONTH tay Briann foaicton Goehakr 
CIRCULATION STAFE — 
PSM GOES TO THE MOVIES : 


Bond, Lord of the Rings, Harry Potter, Minority Report, Blade Il, Spider- 
Man — there are some killer movie games on the way, and YOU’RE 
invited to their red carpet premier in just 30 days! 


PS2 PLATFORMER’S PARADISE had 


Great jumpin’ Marios — there are, like, a thousand PS2 platformers on 
the way! Some of these top-secret titles will be among the biggest 
games of the year, and we'll have the full scoop for you next issue. 


AND THE 
WINNER IS... 


TRAVIS WHILDEN of Port 
Elizabeth, NJ is the winner of our 
Feb. Caption Contest (check out his 
winning caption below). Travis, 
your PSM Prize Pack is on the way! 


PSM Customer Care 
P.0. Box 5154 
Harlan, lowa 51593-0654 
1-800-477-0484 
For Subscription Problems Only! 
psmcustcare@email. casfulfiliment com 
http://service.imaginemedia.com/ 


A WRITE A FUNNY CAPTION FOR THIS PICTURE! 





THIS Ch [ \PTION! 


MEDIA ? WITH PASSION 


—_ ee roe Tas iS Imagine Media, Inc., 150 North Hill Dr., 
7 =, Brisbane, CA 94005 
ler (or send your entry to (415) 468-4684 www.imaginemedia.com 
A 94005). Be sure tc Chief Executive/Future » Greg Ingham 
President » Jonathan Bint 
Vice PresidentiCFO Tom Valentino 
Vice President/HR » Steve Leibman 
Vice President/Circulation » Holly Klingel 
sora cr PlayStation Magazine‘ 


iti General Counsel 
As good as the game was, though, we NiGE G3 i vP/Editorial Director « M 2 
had a problem: car covers sell like crap. We Group Publishing Director » Simon Whitcombe 
That goes for pretty much any kind of ead be Leg Ts 
vehicle on the cover — no matter how Me OS jnetwork 7 


cool it may be, it’s just a faceless 


S SO we Can contact you if you win. Good It 


JUNE, 1999 
Ridge Racer Returns 


When it came to full-throttle, arcade- 


Style racing on the PlayStation, it never 
got any better than the Ridge Racer 
games. The series’ fourth installment is 
still our favorite, with gameplay that’s 
tweaked to perfection and some of the 
best track designs we've ever seen. 


machine with no personality, no pizazz. 
So, to make the image more appealing 
we pulled a “Lowrider” and put a hot girl 
on the hood. Just try to picture the cover 
without the curvy Reiko Nagase — it just 
doesn’t work, does it? 


Take a look at this cover 
for a full minute, then 
answer this question: did 
you notice there’s a car? 


Iso licenses 42 magazines in 
a" 
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_ THE FINISH LINE 


IS JUST 
THE BEGINNING. 








in an involving Rip up the asphalt in over 








nti¢ cars on 38 real race tracks worldwide. / Fight it out in i with up to 20 cars on the 
course at once.* / Experience tive he | and ¢ E and graphics. 
RATING PENDING CODEMASTERS.COM 
BP ese PC pp, Codemasters 
for Rating Information. = => CD i gs — BS > PlayStation. 
esas «ROM ene GENIUS AT PLAY 





Screen shots taken from PlayStation*2 computer entertainment system game play. 


*Number of cars on course simultaneously varies 


by platform. © 2002 The Codemasters Software Company Limited (*Codemasters’). All rights reserved. “Codemasters” is a registered trademark owned by Codemasters. “Pro Race Driver” and “GENIUS AT PLAY" 


are trademarks of Codemasters. Developed by Codemasters. Published by Codemasters. All other copyrights or trademarks are the property of their respective owners and are used under license. Microsoft, Xbox and the Xbox logos are either registered trademarks or 
trademarks of Microsoft Corporation in the US and/or other countries and are used under license from Microsoft. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. All rights reserved. The ratings icon is a registered 
trademark of the Interactive Digital Software Association. All other trademarks and trade names are the property of their respective owners. 


CAPCOM’S EPIC SAMURAI ADVENTURE SERIES - 
CONTINUES... 


Blood and Gore 
Violence 





